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CON'T
SUPER EXPRESS GAME REVIEWS
News and more...
Super Plays unrivalled news and preview
section bursts into life just over the page...

CHRISTMAS BUYER'S GUIDE   1  0
Buying a SNES this Christmas? Or lust
stocking up on games? Super Play takes an
good look at what's available...

ONLY IN JAPAN 1 2
It s the wedding of the century!

THE GOLDEN BEES: FIRST ANNUAL
SUPER PLAY READER'S AWARDS 1  4
What was the best shoot-'em-up of the year?
What's the top driving game? Or wickedest
beat-'em-up? Here's your chance to make
your feelings known.
FUTURE ENTERTAINMENT SHOW '92 —
FULL REPORT
It was the biggest computer entertainment
show ever held in this country.

1 8

BOOKS
Jonathan Davies with more Super NES book
reviews. (Well. review actually.)

ANIME WORLD ..... 2 4
this month Helen McCarthy looks at the
Japanese love of technology in animation,
with particular reference to giant robots...

MERCHANDISE DE THE MONTH  2 5
The perfect companion to the Super Play
calendar

SUPER PLAY CHARTS
The official UK Gallup chart. our specially
complied Import chart, plus the best selling
games from Japan and America

SPECIAL
FEATURES

22

27

SUPER PLAY INTERVIEW 2 P
Eric Matthews of The Bitmap Brothers talks
to Matt Bielby about the Super NES, 6ods
and being a software pop star,.

CD ROM: 3 0
The future is (almost) here — Jason Brookes
looks at Nintendo's commitment to CD
technology, and what it holds in store for us

SUPER SCOPE: THE TRUTH
Thousands of people will be buying light gun
packs this Christmas. But attractive though it
may be. is it really worth the money? We're
not convinced.

DRAGON GUEST V:   b l ,
Japan's most wanted — The Dragon Nest
series are the most popular games in Japan
We take a look at why.

Amazing Tennis
Battle Clash
Cosmo Gang
Faceball 2000
Final Fantasy: Mystic Quest
Home Alone
The Irem Skins Game
James Bond kr
Mickey's Magical Quest
O'Bert 3
Race Drivin'
Super Double Dragon
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HAVE YOURSEIF A MEMO XMAS!
V l i b  1993 finally upon us. the Super Nintendo market in this country is on the brink at an explosion.

7  This month's cover picture shows the sort of scene you'll find happening in more than one
 househo ld  this Christmas morning, though perhaps with slightly less colourful characters.
Spidermanistar of one ol this month's big official releases) has invited his friends R2132

(Iron! Super Star Wars, one of the big games previewed this month) and Chun Li (from you-know-
whall 'round for Christmas morning. and Chun 1.1s decided to bring her pet Dragon Kid (one of
the stars of Oragon Quest V. Japans biggest game) over too.
(One look at the size of those teeth and Spidey's not complaining.)

And guess what R2 got for his Christmas present? Yes. a
Super Nintendo! (Goodness knows why our heroes
look so surprised, though -  this is a
SPIES mag after all,..)

in this moot
ed issue, hem to

om: Home Alone 2
Super Marieggprid lb
Guide, Race i n n

„ I f *
Sperennan 8 The a n d
last, but not le ,  Da id
Crane's Aup1g Tenths.
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Urn SUPER EXPlit
M O W  m anueraton

This month in Super
Express: Super Star Wars,

the first Future
Entertainment Showy The

Golden Bee
Awards
(what?)

and how
to get the

most
Nintendo
stuff for

your
money this

Chrimbo.

W ell ,  we said we were
getting bigger, and
look—we are. Super

Play is now a very
respectable 116 pages.
Goodness knows how much
longer we can keep on
going up in size like this,
but let's not complain while
the goings good, oh?

So what've we got this
issue? Well, we just ran the most successful
computer and console entertainment show
of all time at Earls Court - you can read all
about it (and about who won the E10,000
prize money at the National Computer Game
Championship finals held there) on page 18.
In the rest of Super Express this issue we-ve
also got a special Christmas Buyer's Guide
for new owners, and your entry form for the
first UK Super Nintendo game awards. The
Golden Bees. Elsewhere there's a special
feature on the future of Super Nintendo CD
ROM, a giant Super Mario World Player's
Guide, a story on Dragon Quest V (the
biggest selling Super Famicom game in
Japan) and reviews of games like Super
Aleste, Spiderman 81 The X-Men, and the
brilliant Mickey's Magical Quest.

We take our first detailed look at the

,lasi time far a quick 'Merry Christmas!' from the team!
Clockwise from toy loll: Jet, Sue, Jonathan, Traci, Joe
and Matt_ WI yes, and a 'Happy New Year' too!

Super Scope this issue too, and What Cart?
gets a revamp which not only makes it
bigger. but also easier to use. Finally, you
can't help but have noticed a rather massive
double-sided poster/calendar stuck to the
back of this issue. Hope you find it useful,

Next month. if we get our act together,
the first column from our much•asked-for
Japanese correspondent, begins. Till then,
take care, have a very sale and happy
Christmas, and we'll be seeing you just
inside the New Year. Cheers, y'all•

Editor

Favourite Christmas carol: Silent
Night
Best Christmas present: My first
bike from Hallords
Favourite film they always show
on TV at Christmas: The Gnat
Escape
Favourite cracker novelty: The
fortune telling fish
Where will you be on New Year's
Eve? In Hatchets!
Do you believe in Father
Christmas?: I have my doubts, but
On balance, yes.

Favourite Christmas carol: Merry
Christmas Mr Lawrence
Best ever Christmas present: A
fondue set
Favourite film they always show
on TV at Christmas?: The Queen's
speech
Favourite cracker novelty; The
l i t t le  parachute  M a l t
Where will you be on New Year's
Eve?: Flaying Trivial Pursuit with
friends
Do you believe in Father
Christmas?: No

Fdvounte Christmas caret: Good
King Weacesiat;
Best ever Christmas present_
Aurora 'Stop Policer, which was
like Scalextric. but with smaller
cars
Favourite film they always show
on TV at Christmas: Oliver Twist
Favourite cracker novelty: Plastic
elephant
Where will you be on New Year's
Eve?: With a rich woman
Do e v e  in  Fa ther
CI :  N o

SU
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SUPER STAR WARS
JUC

p e r h a p s  the most eagerly•awaited game
at the moment  is Super Star Wars. The
NES Star Wars game was fabulous, bu t

from what  we've seen of the Super NES
version we're in for something really special.

It's a multi- level job. in which you play top
Star Wars characters (well, Luke, Chewbacca
and Han Solo). There are quite a few walking.
around-with-light-sabres-and-blasters levels.
interspersed wi th  some beat'ern•up bits and
gob-smacking Mode 7 3D levels. (The last level,
where you fly an X-Wing down a trench on the
Death Star. might be a bit of an anti•climax, but
only in the light of the bri l l iant bits that
precede it.) Plus, the game boasts what  has to
be one of the best SNES soundtracks we've
heard. The Star Wars theme and incidental
music are reproduced in all their orchestral

The very last level. where you're flying Own a t o o k
attempting to destroy the Death Star.

Ji36  1311.6bD Zah'ia"D

The bulk of the game 1, u e • v i e w  farm. 

glory. Wi th tab intro sequences and links as
well, the Star Wars 'feel' is captured perfectly.

Super Star Wars should be out on import in
the middle of December, and in UK shops nest
Sprmg. Look out for a full review nest issue

•1 OHL ;  A . . a r t f
BJ S . ;  moo s-

Divewbacca seems to have been caught up in a bit 01 a bar
brawl, and he's not looking very happy abut it.

AT LAST! THE GREATEST
SCI-FI FILM OF ALL COMES
TO SUPER NINTENDO!
SUPER STAR WARS WILL BE
IN THE UK IN IP 7  SPRING.

—

I O M  C - 3 . 1 .  N U M M I  M O M .
O g l i N t . U . 1 1 1 ,  W M P I t t t t i M e  W E R R I C I I
N O S  M O P  P C DDD t

-o lgoone imp l
Part of the intro and leek!) mare to • t a r  Wars. Al
the top we see tyke checking out a l a n d s c a p e
of Tatosine. What's that on lire over I c o u l d  ii be
Luke's sects sod sunt's homestead? (rim, radian it
might be.) Neat Own is the Death Star, and at the
bottom. yes, it's Dark Lard of the Sith himself, Dadh
Wader. This is the screen thal apposes at Game Over
time. In case you hatitt guessed.

Favourite Christmas carol: Hark!
The Harald Angels Sing
Best Christmas present: A jumper
Favourite film they always show
on TV at Christmas: The Spy Who
Loved Ale
Favourite cracker novelty: The
crap ring that never lite
Where will you be on New Year's
Eve?: Dunn°. Any offers?
Do you believe in Father
Christmas?: In principle

Favourite Christmas carol: Oh
Cater by Neil Sedaka (Earn, are
you sure about this?- Ed.)
Best Christmas present: Slime
Favourite film they always show
on TV at Christmas. The Wizard
Of Or
Favourite cracker novelty: CD
player
Where will you be on New Year's
Eve?: Thimbu (neat Tibet)
Do you believe in Father
Christmas?: Of course I dot

Favourite Christmas carol: Joy To
The World
Best Christmas present: A
Race'n'Chase set. which Was
another Sort or car racing game
Favourite film they always show
on TV at Christmas: Chitty
Chitty Bang Bang
Favourite cracker novelty: The
crappy magic tricks
Where will you be on New Year's
Eve?: Out of my head!
Do you believe in Father
Christmas?: Yes

SUPER PLAY
PROFILES
QUIZ

Which member el the
Super Play team was
once chased Oil ol a
pub and dawn th• street
by a furious homer.
determined to hurt Our
heraberoine? As the
clocks struck midnight
for Christmas day.
hu:shir was to be found
cowering in the bushes
of somebody's earthier,
holes the bouncer
would rim past. (He did.)
First correct answer to:
Mad flaunter, Super
Play, Future Publishers,
30 Monmouth Street,
Bath BA1 HIV wins a T.
shirt! Last months

answer: Matt Bielby.
Well announce the
winner n i t  issue.

JEREMY BRIDGEMANTRA
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Cheek out Datebook on page 11310 see
lust how many SPIES games are now
being released in Japan and the US.
Here we've selected a few of the more
exciting ones tor a closer look—

I %, f l  r 7  7 7  7 • 1 7 .

One of the new breed ol games to use
the SPIES mouse is the classic Populous
IL It's been a huge success across a
wide variety of computer formats, and
is to be released in Japan in January.
Ifs by UK developers Bullfrog, who also
have Powermonger due later in the
year. Plus, Maxis' Sim Ant, again from
Imagineer, is scheduled lot March.

Po0Was it the clam God senoleor corning to ewe
Suaer Famicom in January. ant using the MUM tC701

KONANoll
Easily one of the best producers of
SPIES software, Konami have three
games lined up tor release before
March. Tiny Toons is the first,
appearing in Japan on 18 December.
Although only a I  meg cart, Tiny Toons
was one of the best things shown at
the Famicom Space World '92 held in
August this year in Tokyo. (See last
issue for more details).

Try Toms on the Super FailliD3M due in Detente(
-mme magic from lop soittuto house Konen

1

L.11111•10111
RVM;r7 R.

adicp IITA-1 tow

Then there's the long-awaited
Batman Returns game. expected in late
February, and including some Fin*
Fight-style beat-'em-up action.

Lastly, there's NFL Football in
Match. This looks stunning, with lull
screen 30 rotation of the pitch and
detailed players. More news shortly.

MISHWA
[ N i l  r f l J i ' ! E N - T  -
These guys are In some wiry connected
to lmagineer - Peter Molyneux wrote
about their wacky horizontal scroller.
Columbus. last issue. You take
Columbus' ship, the Santa Maria, on a
trip to America - shooting things all
the way. It's a very odd concept -
can only hope that rumours that the
game's been cancelled aren't true.

NAHAT
Right then, this is the one were all
waiting for -  Nasals Super Pinball.
Anyone who's played Allen Crush or

Super gibe Jai& - ,  Ned. pit:idiots 01
ire tab PC-Engine age Mu,la Dine Dent Crash

Devil Crash on the PC Engine will know
that Resat have a knack ton video
pinball. This games been in production
tor absolutely ages. but is set to hit the
Japanese streets in December. We'll
have to wait to see it it'll beat Pinball
Owns on the Amiga. but our hopes

r c  are high.b•APc11,1q
The latest in a long line of Japanese
mecha games is Assault Suits Valken
from NC.S. What's contused people is
that Konami have the rights to release
this in the US and Ilk as Cybernator.
ft's got smart graphics, some
interesting effects, and is reviewed
next issue. Also from NCS is the follow-
up to the Ranma 1.2game, this time on
a 12 Mbrt cart. The graphics look fat
better this time_ Out in December.

SETA
leeemler sees the release of Fl
bassist Neat 2. which includes a
cedes OSP cafe developed by Seta to
speed up the 313 capabilities of the
Sweet Famicoon three-told,

Priem Of Persia and Castiersois
tans are in tor a treat next year, when
the extremely creepy-looking and
overdue platiorm game Nosteratu
finally appears. All Seta would tell us is
that it's scheduled for the first quartet
of '93. Be patient!

Spooky goings-on n the castle ot
Of Fuse meets Ork.idao

0111111E
The biggest release in Japan now is
Final Fantasy V, due on 6 December.
Expect to see the US version (Final
Fantasy ill nest year. Incidentally,
Enix's Dragon Quest V - the most
popular Super Famicom release yet in
Japan, on page 60 of this issue -  is due
next year in the US, to be released
there in its Dragon Warrior guise,

Foul Faivasy V•du on 6 Dec in Japan- quetes
(razyJapalest

SUNS011
Besides the ace Road Runner game.
Death Vally Rally (winch should be out
by the time you read this), Sunsett have
something called Puggsy in
development by UK software house
Psygnosis. The graphics are looking
fairly scrummy at the moment, but
there's little else to report.

P5nr,13SiS• AlgaS)10.11entrY viaeselreenent tor the
F•A.,per NES.Cute. huh? •

rnhs.:;( !k(-  I-1011C'
The producers of the brilliant sports
game Super Tennis now have a
volleyball game on Japanese release.
Volleyball Twin is as good as its
predecessor we'll be very happy. Full
review next issue.

I i
The pro:lacers al Soper Tams have this great
sing votteybatt garre available now

4 1 1 1resa
71

-a

A r i a l

-
, M I  we've got space Ice.

'II have a let mere impart previews
next issue, im a special

mended eectiee.

JANUARY 1993



New. For your M R  W U  New. For your SIIPER MOM. New. For your•1111111111111111

The Battle is about to begin!
The year is 2636 and Earth is faced with the threat of a
massive invasion. The mad, mutant alien rebels are back
with a vengeance, looking for their revenge - the anihilation
of the human race.

Earths only hope is the PROBOTECTOR, the strongest
fighting robots in history, but will they be enough? Can they
destroy these miserable mutants in time to save the world...

Otsilribultod Banda' UK Ltd, (UK), Unit 26121
Farnham Industrial Park, Vareham, Hants PO 16 8/04



DEAR SANTA.
The Super Nintendo
will be one of the
most popular
presents of them all
this Christmas.
However, there's a
bewildering selection
of versions to buy,
and even more places
to get them from. To
ensure you get the
most for your money
this yuletide, why not
follow Super Play's
unique Christmas
buyer's guide..?

s Super Play's Christmas Buying Guide

Super Nint t o  'Solos Set' E109-99

Super Nintendo Super Scope pack S u p e r  Nintendo Street Flatter II pack

BUNDLES (
There are currently four different ways to buy a Super Nintendo on the

high street. All are reasonably decent value, considering just how
wonderful the SNES is, but which is best?

It the Super Nintendo
was a car, this would
be the 1.0 Popular
model. You lust get
the machine and one
controller, but that's
it. With no games, you
could be in for a very
quiet Christmas. I ts
also fairly hard to get
hold of -  many shops
don't carry it.

Purely in terms of
plastic per pound, this
seems like the best
value I t  contains the
SNES, one controller,
the Super Scope and a
cart with mac games on
it. However, there is a
big 'but' here - we
don't like the Scope
much (see page 54
onwards for details).

Si r  Nintendo Super Mario MI
pEt E 1 2 9 - 9 9

£159.99

t,

The SNES was first
available in a pack
containing the
machine, a copy of
Super Marro World
and two controllers.
The price has come
down by £20. but One
of the controllers has
gone Old packs may
still be around, often
priced cheap to clear.

This one's got the lot
a SN&S, a controller
and the brilliant
Street Fighter ft
(normally selling for
an incredible C65).
Bear in mind, though,
that to really
appreciate Street
Fighter II you'll need
a second controller so
two can play.

r-
5uper Play's
Rduice

So which one to get?
Well, we'd discount the
Super Scope pack
straight away. If you'vri
read our review of it
you'll know why: the
Super Scope's a nice
piece of kit, but the
games are awful, and
there's no prospect el
any decent ones on the
horizon. The basic pack
with no game doesn't
really make economic
sense, either, when tor
an extra C20 you could
have the Marto
That leaves the Mario
and Me Street flghter
packs. Both feature
games you've absolutely
got to buy, so the
deciding factor is which
one you want first, and
how much you can afford
to spend. Best value of
all, though. could be old
stocks of the Iwo
controller Mario pack
now knocked down to
E129.99 to clear. Surely

C E X C E I I E 1 1 1  buy. A

CIS]



PlOPPINiAROUNp
GETTING THE BEST BERL

You're unlikely to lind anyone
discounting the Super Nintendo itself, as
Sandal, who distribute the machines.
don't actually give retailers any profit
margin on it to speak of in the first place.
The money lies in selling games, and
the more clued-up shops will try just
about anything to gain your loyalty_

COMET
Buy your Super Nintendo from Comet and
they'll give you a discount card which
gives you 10% off every game you buy
there from then on.

For each El° you spend on games at
Boots you'll get what they call a 'Collect &
Save' stamp, which you stick on a special
card (above). Once you've collected live
stamps you're entitled to a £5 saving off
your next game. 10 stamps are worth a
El 5 saving. (They're running a similar
otter on music and video items, and the
stamps are interchangeable.) What's
more, buy your Super Nintendo at Boots
and you'll get five stamps to start you off.

DIXONS
Step into Dixons and you'll be bombarded
wiM freebies. For a start, there's a 'buy 10,
get 1 free' offer - each time you buy a
game you'll get a stamp, and once you've
collected 10 you'll get a tree game. On top
of that. spend over E50 on games and
they'll give you a free LCD game. worth
E9.99 - either a Bart Vs The Space
Mutants or a Smash TV one. (Oh yeah,

ON YOUR HIGH STREET
and you also get given a copy of
something called 'Game Zone'. Bins are
provided in-store.)

WH Smith, Tandy and Argos aren't
planning any offers at the moment. Oh,
and don't forget to check out the
independent retailers for assorted
special deals too.

MAIL ORDER:
HOW TO WIN

1111P

you're dealing with a
'many. Ask for

• ations from a friend, or
make sure that the company has run
adverts in the magazine before,

Beware of companies without an
address on their advertisement.

Ring to confirm that the game is in
stock before sending any money.

Beware of any company that is
always on an answering machine.

If ordering goods of more than
E100, try to use a credit card That way
you're likely to be insured against
scruple-tree fly-by-night merchants.

Always keep a record of any
correspondence with a marl order
company. In the event of your goods
failing to arrive, Super Ray may be
able to help you through the Mail
Order Protection Scheme (known as
MOPS to its friends)

One of the best ways of gettleg
good deal when buying new games
through mail order companies (see

ads in Soper Play) - especially it y
Want the newest imports lor US or
Japanese m ,  Follow these

simple rules, t r e e  Imp

•

Raging from Skin
If you're realt
adventurous, and none
of the packs takes your
fancy, you might
consider buying a US or
Japanese Super
Nintendo. We covered
the pros and cons of
this approach in issue I
of Super Play, going
into staggering depth,
but here's a brief
resume:

, tc,am•SNES; great

THE ADVANTAGESADVANTAGES
•  The cost. You can
pick up an imported US
machine, with one
controller but no game,
For around 000. A
Japanese machine,
which looks much nicer
but works exactly the
same, is dearer.
•  You'll be able to play
import carts on it
without having to buy a
special adaptor. That
gives you access to a
much wider software
Library, but you won't be
able to buy the games
on most high street&
•  US and Japanese
machines run at 60Hz.

er the 501-12 of UK
machines - games will
play 17.5% faster (an
they were designed to)
•  You'll get a foil-
smen picture. Yup -  no
more nasty black bars at
the top and bottom of
the screen.

DISADVANTAGES
•  Make sure you've got
a SCART socket on the

back of your
TV. (That's one
of those
rectangular,
21-pin lobs )
Otherwise you
won't be able
to link up your
SNES (Unless
you buy a
machine that's

been converted to PAL -
see below )
•  Even then it might not
work. You'll need to
check whether your TV
can cope with a 60Hz
signal, Either check in
the instructions or with
the maker. As a rule,
older TVs are less likely
to be compatible.
•  If you want
to play

released UK
games you'll
need to buy an
adaptor. You'll
also need a
bridge adaptor
if you want to

OTHER
COMPLICATIONS
Most imported
machines are sold
exactly as they are
abroad, with only the w,
power supply changed
to allow for mains
voltage differences and •
a SCART lead nicht
With these mactu
you'll need a TV
got a SCART socket an
will work at 60Hz.
However, some dealers
can sell you a machine
that's been converted to
produce a PAL signal.
That means you won't
need scART - Iva plug
straight into your aerial
socket-but if you want
to make the beet use of
your SNES you'll still
need to make sure your
TV will work at 60Hz.

WHO TO BUY FROM
Check out the mail order
ads this issue for some
good potential sources
of foreign SNES stuff.

Super Eamicom: expensive.

&SUPER NINTENDO VS MEGA D R I V O I
Which is best?

A foregone conclusion, you might
think. Nevertheless, Mgt so you know
you're making/or have made the right
decision, here's how the two machines
weigh up:

The Mega Drive, a very lasly machine...

THE MEGA DRIVE
A 68000 processor miming at 8 MHz, 61
colours on screen at once 110 sprites,?
channel FM sound_ The machine's been
around for four years now, uo it's a be
long in the tooth, but games-wise it has
the advantage of huge IJE software
base, including some really impressive
titles like Sonic The Hedgehog 2.

THE SUPER NINTENDO
A special 65sc816 processor running at
a leisurely 3.58 MHz: 256 colours from a
palette of 32 thousand•odd, 128 :sprites,
eight-channel PCM sound, 3D scaling
facilities. The specs are superior to the
Mega Drivres in virtually every respect
The SNES' low-speed processor can be

,.but not as tasty as one of these!

a liability in the wrong hands hence
the infamous 'SNES slowdown' on
some games. However, used properly, IL
can do things that wouldn't be possible
on other machines. Just look at Menlo
Kart for proof.

The machine plays digital samples
CD-style, making for great sound, toe.

!the Super Nintendo, of
course. True, the Mega Drive's
lower price (and lower cart
price), arguably sexier looks
and bigger sollware library
make it seem like the better
bet to the uninitialed, but wit
it comes to sheer game and
hardware quality the SNES
it heat all hollow. And we
predict that over the next few
months the price and sollware
numbers gaps will narrow - -
significantly too.

1
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ONLY IN
JAPAN...

The more you learn
about Japan -  home of

the Super Nintendo a n d
the Japanese

themselves, the stranger,
more different it all

seems. For instance, a
recent all-star wedding

there has rocked the
nation, yet nobody

outside of the country
has ever heard of either

bride or groom...

SUMO WRESTLING HERO
WEDS 'JAPAN'S

MADONNA'

•  In  a shock wedding last
October. sumo superstar
Tzikahanada married model,
singer and national sex symbol
Rie Miyazawa before  any of
Japan's normally bang-up-to-
date tabloid news hounds
realised they even knew each
other! When the news broke it
immediately dominated every
newspaper and news broadcast
in Japan - even the Prime
Minister, Knchi Miyazawa (no
relation to the bride), was
stunned, saying 'it is an
amazing thing.'

Takahanada, only 20 years
old, won the last national sumo
championship -  despite
weighing a mere 298Ibs (which
is tiny for a sumo). He and his
21-year-old brother,
Wakahanada - both being
young, good looking and, a
quality much prized in Japan,
modest -  have recently been
responsible for a massive
upsurge In interest in the sport,
especially amongst the young.

Ms Miyazawa, on the other
hand, isn't modest at all. She's
recently risen out of the
obscurity which normally
greets most Japanese aidort (Or
'idols') -  good looking
model/singers normally given
short lived but glamorous mini-
careers by big Japanese record
companies - by publishing a
book of Madonna-style nude
pictures, Despite the fact that
the book was rather tame by
Western standards, it was
enough to send her popularity
skyrocketing immediately
afterwards. She's now one of
the best known faces in Japan,
and currently stars in a popular
health drink commercial with
Arnold Schwarzenegger.
•  Takatmnada appears
regularly on Channel 4's sumo
wrestling coverage. Ms
Miyazawa has yet to be offered
a recording contract outside of

native Japan,

Street
THE

Fighter II:
EASY LIMY!
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-

Sing some of
es on Skeet

went they1
Nintendo version might

conversion, but playing
hampered by the
Of Some of the more

The onty remedy up

instance.
lobe

some 01
irne (or
outlets and ma hreak

with the Turbo Tow*

my different One achrantage of his
, games (yeah, right) The second, and fa,

diagonal or 3E(/' control For
before - now we can do it every time,

y o
line up for your a

JOYCARD
(EURO S I O N )

11, I o

re
Here a f te r rha rke t  special loypad, an alternative to your

do model It worts On UK or import consates, it
looks fairly similar to the standard pad (if a bit loniger and
thinner), but has the advantage of slow motion control and auto-
We. The extra features are neat, but not essential (though many
Super Nintendo games have built in autofire some dont -
including Cosmo ng, reviewed this issue - and that's where it
comes in useful). Al E14.991rom Shekhana Consoles. Tel (081)
340 8565, it's a decent
buy, but you'll have to
work out for yourself if
it's worth more than a
normal Super Nintendo
pad tor the number of
times you'li need
aulof ire.

• • • • • . -

va

SN PRO
PAD CLEAR
by Quickjoy

as":,• < 7 )

. , ,et (Al i t
111, it ;-- \

- -  Nruk, ' . 1

This loyparfs a
bit of a winner
in the looks

/If stakes. even we
have to admit -
ers a clear
iotoble (so you
can see all the
workings, er,
working away
while you play),

and is again shaped roughly like the StEntlard unit. It's rather
nicely finished, too - it feels good in the hand, certainly, and
again comes with autotire. Once again the price is I:14.99 from
Shekhana Consoles, and it's probably the more attractive buy
of these two - it only 'cos it looks so good,
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I r f t t f f i f  t f t  I  I  I  1 1 1 1 1 1 1 1 1 1 1 1olb DETROIT. The streets are full of danger. Rampaging hordes of Splatter Punks run riot while
the corrupt forces of the Rehabs sweep the streets, turning the night into a deadly scenario.1I Only one man can stand alone against such numbers. A man like no other man. Robocop.
Once again, the cybernetic lawman must face insurmountable odds as crime and corruption

threaten to tear the city apart. With state-of-the-art weaponry, a skin of steel and nerves to match
he stalks his prey...evil•doers everywhere!

FOIOCOP "n •  A•• WC,- •
ALL Mott q: sitc.% •.•
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E N T E R T A I N M E N T  S Y S T E M

3CEAN SOFTWARE LIMITED
:ASTLE STREET. CASTLEFIELD

MANCHESTER M3 412
TELEPHONE: 061 832 6633

FAX: 061 834 0650
'Slimmed° and Nattendo Eatertairtmem
SIstem are trademarks of %monde



T H E  F I R S T  A N N U A L
SUPER PLAY

READERS' AWARDS

SUPER PLAY
RI:ADE:RS
AWARDS

I •  j

More coveted than an Oscar, more
thrilling than a GamesMaster Golden

Joystick -  yes, it's the Super Play
Golden Bee Reader Awards. Just wait
until you see the real, solid gold ones

we've run up! (Er. what? - Ed.)

VOTE HERE FOR
THE GOLDEN BEE
AWARDS 1993!

That's right -  tins is your chance
to vote for your favourite SNES
games, companies and
programmers! We know which

games we like w h a t  we don't
know, for sure, are exactly
which ones light your lire.
Hence these new awards.
Once we've processed the
forms we'll not Only print
the results, but we'll be
sending out certificates to
the winning developers
telling them that they've
won, too,

SO WHAT'S THE
POINT?
Well, for one thing, you
have the chance to see

your favourite games get
the recognition they

deserve. For another, you can
lad out if your taste tallies with
everyone else's. And third, if,
through these Readers' Awards.
we manage to make it clear to
software companies and
programmers the sorts of games
you lot really appreciate, maybe

we'll get a few more
up to that standard in the future.
It's good news for everyone.

AND NOW: A WORD
FROM OUR SPONSORS
Finally, you'll have noted that the
awards have been sponsored by
Hamby. They've got Galoob's
Game Genie (originally developed
by the lovable CodoMasters boys!)

to be released in
the Spring, which allows you to
cheat at SNES games. We have the
first 10 UK examples to give away,
which we'll be doing around
March, shortly before the system is
released -  and we'll be giving
them to the 10 people who make
the best guesses as to what the
Top Five games will be. Hey, we
just want to rewarded some of you
for taking the time and effort to
contribute your votes!

WIN A GAME GENIE!
The Game Genie: what it is,
and what it can do,
Worth £44.99 each, the Game
Genie is a very clever thing.
Looking almost exactly like a
SNES game cartridge, it's been
one of the biggest toy
sensations of the last year in
America, and looks set to cause
the same kind of stir here.

Using the Game Genie
plugged into your SNES, with
your game cart stacked on top
of it (like you'd do with an
adaptor), you can enter simple
codes into your machine to
allow infinite energy. infuute
lives, infinite all-sorts really.
Horriby provide you with loads
of codes for popular games
when you buy the Genie, plus
publish new ones for the latest
games every few months. Not

only that, they also run a
helphne - you can ring up for
the latest codes (though they'll
only give you three per call, so
you don't clog up the line).

However, for the 10 winners
of the lust Game Genies in the
UK we've got a special deal:
•  You can ring up for any
number of codes you want.
•  You'll also get free up-to-the-
minute codebook updates,

The American GdMe Genie - the UK
models will look like UK carts.



VOTE HERE FOR THE BIGGEST
SUPER NINTENDO AWARDS

EVER HELD IN THE UK!
To vote is simple. First, sit down and have a good long think about the games you've played, seen and

read about over the past year — anything up to the releases reviewed in this issue count for
most of the awards, though (of course) not the games due in January or whenever.

Now carefully fill out your answers on this form. (A photocopy or clearly
written out copy will do, if you don't fancy cutting up your mag, but

remember — multiple entries will result in all of them
getting filed in the bin.) Then send it to us at Super

Play Reader's Awards 1993, Super Play,
Future Publishing, 30 Monmouth

Street, Bath BA1 20W.
Easy, eh?

•

SUPER PLAY READERS' AWARDS 1993
To take part in the awards is simple.
Just fill out this form, and send it to us
at the address at the bottom of the
page. All games covered in the awards
must have been released in 1992.

Best SKS boat-Ira-up

Best SUES shoot-'em-up

lest MKS ilikine wits

Best SUES rintegy game

Bost SPIES shentaties

lest SUES awls gen

Best SNES platform gene

Best SUES [tomcod puns
lie game based on a film, comics character or
ether 'outside' source)

Best SUES Rile Playleg/Adverture Game

Best SUES pude ease

Most original SUES game

tt

-The Golden Bees

Best SPIES graphics

Best SPIES sound

Best SUES gem et the ear

Worst SPIES game

Best NES peripheral
(le joystick, adaptor or ether add oe)

Best thing to happen to the SUES market In
1892

Worst thing to happen to the SPIES market le
1992

Isom mire meet Widep fermi' le nut peer

Favourite international software publisher
He software house based outside the UK)

Favourite ilk software publisher
(le company based in the UK correstly working
ea SUES games

Favourite letematIonal software developer

Favourite LW software developer

PREDICT THE WINNER AND
WIN A GAME GENIE!

As you know, the Brut ever Goldin Bees are
sponsored by Homby, and, in particular, Melt
upcoming Game Genie. We've got the first 10
OK Soper Nintendo-specific game Neele's in
the country to give away, and well be send*
them to the readers who correctly predict, in
the right order, the top live reader choices in
the Best SUES Game Of The Year category. If
you think you know what's going to win, make
sere you fill this Mt out new!

I predict the top five Best SUES Games Of The
Yeas will am

1).
2)
3)
4)
5)

NAME'
ADDRESS*

POSTCODE.
Now return to form to es at Super Play
Reader's Awards 1993, Super Play, Future
Publishing, Bath BA1 21W pronto! (After all,
you don't wait James Bead Jim win best
licensed opine now, do you?)

smi
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SUPER NNE

Blistering pace and superb tactical
game play has made KICK OFF a
legend in computer games world
wide. Packed with options like game
speed, KIT DESIGN, edit teams and
player names, 4 different types of
competitions, it provides a wide
variety of game play. Action Replay
facility lets you enjoy the glorious
moments at leisure. Battery back up
ensures that the competition results,
kit design, team and player data is
stored for instant recall.

A KIND -
E  V V I I  E M S !

You are a supreme being with the
power to command the forces of
nature Earthquake, floods,
volcanos and oceans. Power to turn
plains into barren rocks and oceans
into fertile land with promise of
plenty. Limit to your power is your
followers, scattered on the worlds
throughout the universe. They raise
crops, build towns, and multiply thus
increasing your power to smite your
enemies, the followers of evil. Can
you control and increase this power
to eventually get rid of the evil.
Fourteen different worlds await your
conquest.

41P•
Imagineer .tt SUPER MR_

E N T E R TA I N M E N T  S Y S T E M

Distributed in U.K. by Anco Software Ltd. Unit 7 Millside Industrial Estate,
Lawson Road, Dartford, Kent DA-I 5BH U.K. Tel: 0322 287782
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OCEAN, THE RED-
NOSED SOFTWARE

PUBLISHER
SLEEMILKER

Slagaltalker is Ocom's attempt tiii do a bit et geed for the world.
Lambed to complement Red Nom Day 4 tee12 Starch), ifs hoped the
pan mil ratentS110,000 for Comic Relief. About ES will go to charity

tram emit copy sold. MI  there'll be a National SleepWalke, Challenge, too.
Aster I m p =  Itself, well, you can probably work out for yourself what

II bunion. RN a meat idea. You're in control at this rather flea-bitten dog,
mikes ipot te Milit after a sleepwalking kid, who's wandering lemming-like
Mood lets at peril-strewn levels. It the kid gets woken up, you lose a ill e.
tesfee pot to defuse laimbs, fight elf baddies, bridge gaps in the floor and

do anything that's necessary to

i t i ' I I I  1 1 .  c l e a r  a path for him. Much of Me
game's appeal will lie in its
cartoony graphics, which illustrate
wonderfully the nasty things

-LI", happening to the dog.
itt , IPate

• • • • •

r•olif41,01•••••

A 'hangdog', perhaps? The things
people'll do for charity, eh?

The Red Nose link seems
tenuous - the characters will have
old noses. apparimtly, and
there'll be some 'crazy voice
avers' from Lenny Henry - but
Sleep Walker's heart is in the
right place_

Work hasn't yet started on the SNES version - the pies here atte of the
Amiga game, scheduled tor a January release - but we're assured that the
programmers should get cracking
'petty asser. Expect a graphical
impommit aver the Amiga
anis% alibi looks pretty
ouunNy b

Ocean

meat

•••••,.. k,
ii 041160

Arrrrghl A ghost! Get rid of it, before it
wakes up the kid!

4
fir rti; i f y

1701"1111

11,,,tocootAbe...4sisAlt&eAtikkio, •
e or I ", •

It all else tails, stall the kid till
the danger has passed.

Another Super Mario Kart
compatible adaptor!

Oh yes, it hasn't taken long for the adaptor people to come up with
assorted little widgets that'll allow you to play even the most

adaptor resistant of imported games on your UK SNES - even the
recent special-chip equipped Super Mario Kart Last month we

quoted the SNES Game Converter !European version) by Spellbound
as the first of these (Datel and others have since joined them) but no
- seems an outfit called 0 System. (0727) 826 753, beat 'em all to it.

Their adaptor costs E17.50. So now you know.

SUPER PLAY'S
HOT LIST

Expecting a Super Nintendo for
Christmas? Wondering what to ask
for to go with it? Here are five of
Super Play's fave SNES games.

surtimnRio KART
NINTENDO: The LIK release at the most-
,-,1ayec game in the Super Play office has
bey brought totward to December, just in
lime for Christmas And it's absolutely
fabulous. The race tracks art challenging
and tun, with one player or two, and on
too of that there's an absolutely brilliant
two-player bonus game If this !SSIIE DI
Super Play is Late you'll know why

THE LEGEND OF Z a n

NINTENDO: ....t'•ja was covered in issue 2,
the gist ot The revew being Mat it you die
without ever having played Zelda you'll
have gone to the grave unfulfilled. Its
quite different to the malority of SNES
games, being a gerilly paced yet utterly
ccmpuls de fantasy adventure. The depth
of the game is immeasurable.

I SUPER MARIO won°

err  I f ULM e s t u a

NINTENDO: it might seem superfluous to
be recommending the most famous, and
perhaps the best, Super NES game al all
time, but the fact is that lots ot people will
be buying SNES' this Christmas that don't
come with a copy 01 Maria Word We'd
just like to make sure they don't torgel to
pick up a copy. Super Mario world is
massive add ridiculously play-able.

DESERT STRIKE

ELECTRONIC ARTS: y e t
reviewed Itt:s Put we ve decided what we'll
be saying next IfOnlh when we do. On the
Mega Drive, DeseiT Stijke is a fabulous
shoot-'em-up (volt a strategic side) where
you fly round in a helicopter blowing up
things in he desert The SNES version,
from what we've seen, looks just as good.

ELECTRONIC ARTS: A game that proves
that decent graph•cs aren't essential tor a
classic. The game is fun in one-player
mode. With two it becomes obscenely
addictive, and dangerously competitive,

C66



IT WAS THE BIGGEST COMPUTER & CONSOLE GAME SHOW
EVER HELD IN THE UK! WERE YOU THERE?

FUTURE ENTERTAINMENT 

S o ,  were you there or were you square?
Actually, if you did go you're far more
likely to be flat than square - the show

was absolutely packed with people, on the
Saturday and the Sunday particularly, with Earls
Court quickly reaching peak capacity, Before
someone had the smart idea of opening one of
the outside doors to redirect the crowd, it was
taking an average of 30 minutes to get the 20
yards from Hall One to Hall Two, such was the
crush of people trying to get through the
(actually fairly wide, but in the event woefully
inadequate) connecting corridor.

Indeed, such were the numbers arriving at
the show over the weekend that for long
stretches at a time the front doors had to be
shut, with nobody allowed in. Radio
One broadcast warnings to stay away,
the local tube station was shut for a
time, a couple of scuffles apparently
broke Out amongst the waiting crowd,
while inside some people fainted from
exhaustion -  it all added up to excited
'Mario Madness! reports in at least six
of the national Sunday papers, with
Earls Court staff claiming the crowds
were the biggest they'd ever seen!

The show was certainly a roaring
success as far as attendance was
concerned, then, which makes it very
good news for Future Publishing, the
show organisers, as well as the people
behind this very magazine. After all, it's
the first event of this size we've ever held, so
it's nice to see it so popular, and go off so
(relatively) smoothly. We'll certainly be holding
a similar event next year, when the show will
not only be bigger, it'll be held at the far larger
Olympia venue, hopefully allowing show goers
a little more room to breathe.

But that's all yet to come - what we're really
interested in here is this year's event. So what
was there actually at the show to see?

Well, for a start there were an awful lot of
people in very silly costumes. Prince Of Persia,
over on the Domark stand, seemed to have

Onestifle two show tails - the one dot held all the big sollware house displays, as well as NiP011(10'S stand- on Ire Thursday, the wielest day of the
show. it we'd twen this pilure on the Salve* you wouldn't haw been able lo see the red carpel at all - just a sea ol bodies, how Mars show business'

Throughout the show, cocepetitionS and phrying challenges were run from
the ',Past video wall at one side tithe main halt lisle's the vex from the
slaw during one challenge - a sea LI bodies as tar as the eye can see,

forgotten his turban (he looked more like a
slightly lost member of Spandau Ballet), but the
triple whammy of a convincing-looking
Pittighter, James Bond's jet-powered Aston
Martin and a couple of Bond girls more than
made up for it

Over at Sega, a slightly overweight Sonic
and Tails bounced around, the actors inside
obviously struggling under the heat and the
weight, There was no Mario at the show -

Dragon &rest v t.
nu9d the birch

-leads oil! Here's the lire that strelicred
,'e wostend and g a t  bigger'

The sight that first oreeted most id:silos who came in throtegh the main
doors- a giant Ocean better slither turn video Screen deplay! The view
from the top of one or these was incredible - 35 was the rid. flow!

Ni
bu
WI
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Nintendo seem to have missed a trick there -
but James Pond. a penguin we  weren't sure
what he was there for, until we remembered
Penguin biscuits sponsored Pond's newie,
Aquatic Games) and a less-than-convincing
Darth Vader were in evidence So were
Lemmings -  hundreds of them. Just about
every 10 year-old at the show seemed to have
had his or her hair sprayed green and face
painted blue on the Psygnosis stand, before
bodily throwing themself (dressed in sticky
velcro suit) at a vertical 'Splat!' fly wall.

Other Things To Do at the show included an
excellent dry-ice filled. inflatable maze in which
show goers ran around playing Lazer Tag -
most said the queue (which sometimes ran to
-hive hours!) was worth It Then there was the
Radio One Roacishow (where prizes could be
4011 and stars like MC Mario, with his rousing
-:ersion of Top 10 song Super Mario Land,
:tstened to), the Future 3D Experience (the less
said about that the better), Virtual Reality
:ttachines to be awed by, dodgems to bounce
round on and plenty more.

Meanwhile, 'Hacksaw' Jim Duggan, the
TAINT wrestler, got the crowd going on his
periodic visits to the video wall and picture
;'..gning sessions on the Acclaim stand, the staff

%Ws ta t  t y  merle Suer.- t r o e u V y asiad hen Mal old what's the
- between PAL anCH F  chestnut again. Thank eacdness

smOt 113 *Negate Ite avesbon Is, on?

On the Psygnosis stand, a tearn cd male-up girls painted puntes up as
eithv twiltniups (gieen hair. etc' or Tomatoes lied latest Delete dressing
Item 1invelcro sults and navinn them jump at a bar Ily wall Wadi

of most of Future's magazines did assorted
seminars on our own stand (hi if we saw you
there), and various gameplaying challenges
were run throughout the show. You could win a
leather jacket if you got over a certain score on
Mega Drive Road Rash H at the Electronic Arts
stand, you could win assorted goodies at
Gremlinaf you did well at Nigel Mansell (Amiga
version) - and then there were the National
Computer Games Championships 1992.

This is, as you probably know, the biggest
ganteplaying event ever held in the DX - the
only one to be worked out through heats
organised up and down the country, and
certainly the only one to ever offer anything like
E10,000 in prize money! Even the second prize
winner got C4,000, which isn't to be sniffed at.

So how did it go? Well, first off we had the
semi-finalists from all over the country, who
converged on Earls Court on the Saturday for
the play offs. In the semi's our hopefuls went
through Spidennan And The X•Men on the
SNES (see review page 72 this issue), Tazmania
(Mega Drive) and Road Rash (Amiga), showing
off their gameplaying skills in front of massive
crowds, commentated on by (amongst others)
Super Play
publisher Steve

million minders surrcimillcn III4T ,yrest sat 'Hacksaw' Jirn 01:nlar as he
drives at the shove -: •  - Fils and sign autoc:.::
knows why he gPer.. k , d  big eeough lo l•

Here's s i g n i n g  pelves and ptessirkg flesh cc the Acclaim stand.
Other celebs -  • •  el the •J •  t ied Daminik Diamond. Neigtoturs
star Krisliar, • :  • R a i /  iiikeices Mdy Crane

This guy won a big CUP and a hee bctiday to Dysneyland in a Super WWF
compellbon sponsored by Acclaim. and busied by liatittave Jim Duggan.
He looks a be she l-sbockpd by the whole expetience lo some teasonl

Carey. At the end of all that
our finalists turned out to be
Allan Brett, a 17 year-old
student from Nottingham, and
Tony Eatm, who's 26 years-old
and comes from Stafford.

On the Sunday, then, the
two met again for the finals, this
time introduced by a slightly
more famous presenter -  Bad
Influence? TV star Andy Crane. -
The games this time were

Lemmings if (Amiga), Sonic 2 (Mega Drive) and.
of course, our very own Street Fighter El. And
the competition was fierce -  the two contenders
sitting at their consoles at opposite sides of the
giant video wall, their faces
(blown up to about six foot
across on the screen!)
locked onto the games, their

Over m the Future stand in lhe trade halt 'ruse Ite magazine teams' and
meet me programmer seminar sessions wege tun trirooghout Vie kao (tar.
Here's a typical /friend° panel - Mall and Jason CA Sam( Peyote joined
by Me PrCe tot Ash Me and Garresklastet magazine tare) and totat's
Ines Beavan. Tait ccerentrated on (surprise, surprise!) ire price el cats
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kkanseIrs Formula l Willsyns was on show on the Gremlin stand,
•r l y  the eery car he won the World Driver s Championship 'n.

leSS knows what he etas driving in Australe that weekend then_

concentration total. In the end though there
could only be one winner, and that winner was
Allan -  currently the richest (and almost
certainly the most popular) 17 year-old in the
North Midlands.

Not all the gameplaying going on at the
show ending up with someone being presented
with a mega prize, however. On software house
stands up and down the hall, there was plenty
of joystick-bashing going on just for the sake of
it. Acclaim showed off stuff like Spidey & The X-
Men, Krusty, Alien 3, Terminator 2 (a Super
Scope game taken from the coin-op). Super
WWF, Crash Dummies and George Foreman's
KO Boxing, while Ocean's massive video wall
splashed things like Lethal Weapon 2, Addams
Family 2, Cool World, Pushover (reviewed this
issue), Exhaust Heat and Robocop 1 Over on
the massive Nintendo stand they
had 18(1) Street
Fighter ITs lined up . 1 I T H  iVirr
for you to play, as
well as Top Gear. UN
Squadron, Pilotwings,
Blazing Skies (the US
version of Wings
reviewed last issue),
Turtles IV, Super Aleste,
Super Probotector, Super
Mario Kan, Super Soccer,
R-Type, Super Mario World,
Paperboy 2, Final Fight,
Zelda ill, Rival Turf, Super
Tennis, F-Zero, the first
Addams. Super Adventure
Island, Ultraman,
Castlevania and more.

Then there was
Electronic Arts with NHLPA
Hockey '92. Desert Strike,
Madden '93 and PGA Tour
Golf. UbiSoft with Jimmy
Connors Pro Tennis Tour and
plenty of others dotted about

Tap The Fultie 31 Expenerce. are n!
the less suoicelstol show attractions

The Preis of the National
Computer Games Championships we
held Ilea! It was hosted by Andy Crane
atriang otbers), the prim money up tor

grabs was Elan, ark] the Ammer are,
Man Etett (Me guy with the theeue

Spbond plaber. Tony Eatin, got EA,CM

On the Naito One Ruadshow Nook, live broadcasts were matte threughbu
lire shoo. The rest pi the lime competitions like this one were orgamsed, or
bards oertrornect Ambassador's CP Funk with MC Mario went Com well!

the place too. (Okay. I admit it -  I gave up
counting at that point.)

It wasn't all just looking, though -  on many
of the stands you were actively encouraged to
part with your cash, and some of the bargains
on view made it very difficult to resist. Datel
offered £10 off their Action Replay cartridge, for
instance, selling it for £39.99, while Virgin Retail
had a fiver off Street Fighter II, and Krusty's
Super Fun House for a special bargain £29.99!

Over in the second hall of the show, where
all the retail stands were situated, there were
even more bargs to be had -  we saw UK Super

Nintendo adaptors for a mere £4.99
(goodness knows how well they work),
while import games were as low as
£25 per cart. Over at Complete
Entertainment, probably the
exhibitor with the most Super NES

stuff on sale, crowds were four
or five deep at the counter for
much of the show.

Overall, then, this year's
show was an unqualified
success. Sure, there are
lessons to be learned -  we
need a better PA for the video
wall, we need a larger venue
(this year the narrow
passageways between the two
hails turned out to be a major
liability), and we need some
way of making sure not
everybody turns up at once (as
happened on the Saturday).

Having said that, though, this show was
excellent -  well attended, with lots of good
events organised, some excellent stands, and
plenty to see and do. And next
year's will be even better. Roll
on Future Entertainment
Show '93!

No wonder They're Ineaa•n9 •  , •••! Aida Mena., ,  • • , a m  and
Greg Ingham. of show orgamers Future Publishing take in the nevi.

II

JANUARY 1993



were four
nter for

year's
ed

- we
ie video
venue

the two
major

some

once as
day).

ad
, and

1

NINTENDO S E TNES • GAMES
A C O S W O R T H  •SCALE XTRIC
 PLUS EVERYTHING YOU SEE!!
CALL AND PLAY NOW!

IT'S
HUGE

BM WE'RE
1,14E'Y -  w  CAN
CRAZVI "I?uPdAY A
AO GIVE '---1G7 A
PRIZE 112,1S,,ALIO
FuLL-Ory

toLOStr114114:1PIAI-RE
MAC  c o U R S E
M A D '  % N E I *
v a  ARE' • I I
M A R °  MAD

xscn arcl
view.

1

SEGA MEGADRIVE, BACKFIRE, BOARD GAMES
TAKE A LOOK. IT COULD ALL BE YOURS'  ARE
YOU READY To PLAY? CALL DIE NUMBER!!

JJIAJ,J,
A FANTASTIC HARO
MOUNTAIN BIKE!!
PLAY THE QUIZ NOW

i i  L I
JUST LOOK AT TN

PIM OFMOUTH WA TERING MUNCH.
PLAY THE SIMPLE QUIZ AND YOU
COULD WIN IT ALL!! - EVERYTHING!!n - -

0839- 007818

THIS HUGE PILE OF
THUNDERBIRDS
GOODIES
COULD
BE YOURS!
PLAY THE QUIZ
NONNI!

TO SPEND HOWEVER YOU LIKE!

GOSSIP

41_,_ 5 COT! X l  1111 C41411• nAt  L • I l l  1104 •  •
C J I , A f f  i n  0412 M A N I  AK Al .  I ! T , f l l i l  A  I f l i t  C  LOSL t  AL,

At  IOIAL ALIO CALL •••••ERIALLA AAAA
A FAIII u s r  Of  FILCAN• A P C / 6 0  All-LA, . 11

M a n e M O M  ,AAllle I  AMC., A T  100

PLACE
FIND OUT WHAT IT'S ALL ABOUT'

0 8 3 9 - 0 0 7 8 2 8

OLIDAV
IN SUNNY
CALIFORNIA!!

,  X t € T i l  M ,CAAAR AA TA. crows MORS ARE AA c6666 To AA16616 .36L2 cors6c66 646
.,,•• 6  AvALAILE AT 6 6  CLC6E 01 E.G. LxAmurrrne• err NMT*I110AW n A r c o a  I t  .6.1066•16A



Blow up
airbase, just for the hell of it.

Pick up ammo and fuel and
dump your rescued troops.

•  Foe those who can't wait, you can read the
first official UK review of Desert Strike in the
launch issue of our sister magazine
Gemoselaster (see below), avallatne whore
you bought this copy of Super Play right acted

A top notch M e g a
Drive conversion
from EA!

T h e r e  are very few reasons for owning a Mega Drive in
preference to a Super NES, but one of the solidest has
always been Desert Strike. Now even that has been

blown away like sand in the wind with the release of the
Super Nintendo version.

The game, in case you're unaware of it, is loosely based
on Operation Desert Storm (all that business with Arabs. Oil
and Scud missiles of a couple of years ago). In it you're
given a massive, heavily armoured helicopter and a huge
expanse of hostile desert to fly round it in. The ground is
scattered with buildings, air bases, radar stations and
haddies (everything from foot-soldiers to tanks), all of which
want to be taken out with your machine guns or air-to-
ground missiles Watch out, though, for friendly forces and
hostages (which should be rescued). And, of course, you can
pick up extra fuel or ammo if you can find it. Each level
brings a new stretch of desert and a new set of Objectives.
They start tough, and get tougher.

The Mega Dove game was spot-on, and from our brief
foray the SNES version seems to be lust as good. We haven't

been too impressed by Electronic Arts attempts to convert Mega Drive games to the SNES so far
(ii real shame that, as games like Madden and PGA Tour
Goff are works of genius on the Mega Drive) but Desert
Strike should make amends - and some, Out now on
import. over here in January and reviewed next issue.

The tonous take a lair int of
punishment before they die.

T hat's right, the Mrs biggest ever computer and console games .
the shops The very same day this issue of Super Play did. If you hav
copy yet, better rush back to that newsagent and buy one now, hadn't you? Not

only does il come with a free double-sided Desert Strike calendar, a free 100-page tip
book (including loads of SNES game cheats) and
some lovely slickers stuck onto the front, not

does it have Doolnik Diamond In it, not only
best Mega Drive and Amiga

ever seen, it gives healthy
coverage to the Super PIES too. The first issue,
for instance. brings you the first ever review of
the excellent UK version of EA's Desert Strike,
plus a knedy's playing guide and more. And

's more, It's only E1.75 a copy! (Why not
and give one to a friend?l
ad spanking new SamesMaster
e - you can't afford to miss it.

BOOKS
- -

Or i t  might be more accurat
titled this month. It's a good Jun though,

as Jonathan Davies discovered...
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THE LEGEND OF
ZELDA: A LINK TO
THE PAST
GAME SECRETS
Zach Mostar'.
Prima Publishing, 246pp,
E9.95.
ISBN 1-55958-204-9

11111__ ,..___If you ve peen following
Super Plays complete

1101 solution to Zelda Il l  , you'llknow that it's an absolutely
vast game. So huge, in fact,
that if you listen carefully

- you can almost hear the
. cartridge creaking under the
'strain of it all. But, incredibly,
. even with big lumps of tiny
.print in two issues of the
,magazine, we've only really
scratched the surface

Zech Meston will be
• familiar to readers of Super

Maho World Secrets, which
- we reviewed in last months
issue. It's he who's been
ascribed the task of charting
every facet of Zelda, leaving
no pixel unturned. And he's
got something of an
advantage over us, having
been given about 25 tic.es as

. many pages to do it in.
(Although he's had to use

rger print -  ha!)
The results, as with the

ario book, are quite
urnbluig. This book is a
elda player's dream.

. Assuming he dreams about
finding a big book with lots
of stuff about Zelda in it.)
Inside, you won't find a step-

loby-step guide, like the oneWe've given you. Instead,
. e a c h  chapter of the book

describes a separate aspect
of the game One, for
example, explains how to
conquer all the bosses, while

another lists every object in
the game, and where to find
it. Others map out all the
dungeons, describe all the
locations (using a handy grid
reference system), and delve
into some of the stranger
parts of Hyrule. Finally, there
is actually a step by-step
wafirthrough (I fibbed a bit
earlier), although it's just a
rough Outline. And On top of
all that, the author has even
managed to cram a few
reasonably funny jokes in. If I
had a hat, I'd be more than
happy to take it off to him.

The only slight downer is
the way a quarter of the
pages have been turned over
to the first two Zelda games
-  the ones on the NES. Still, if
you've got an NES, even that
needn't be a problem. And a
bit of background reading
never hurt anybody.

If you've exhausted our
guide, and would like to
make sure you know
absolutely everything there
there could possibly ever be
to know about Zelda. you've
really no option but to buy
this hook. Sorry, but you
haven't. Super Plays very
own Adrian Price, who's
played right the way through
Zelda, and isn't the sort to
mince his words, described it
as 'really bloody excellent',
Which is recommendation
enough for us.

This, l o t s  of other Super n d o -
related ,  c a n  be obtained f m p u t e r

Manu ,  a y  can be contacted p h o n e
on (021 6 0 0 0 ,  or by post at Computer

Manuals Ltd, 50 James Road, Tyseley,
Birmingham Ei l l  2BA.
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GAME GEAR
Retu-

Indiana „Ione!.
Solic 2.......

Wien 3
Tenni- ear
Streets of Rage
Tantwila
Chuck Rock .  . . . .
Lemmings.
Super Smash
Super Space
Prince of Peso
The Humans
Bart vs Space
Spiderman
R C. Grand Prtt
Axe Battler ,
Evander Holyfield Boxi
Predate( 2

L2650
C27 00
L26,00
£26.00
E26 00
E25.00
L26 00
£24.00
E26.00

,• 126.00
1 0 0

...E24bo
126.00
126.00
.L26.00

...E23.00
• 115.00
,L26.00
£26.00
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• 41
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ROttOCOP 3
S4T1Eerth

Tv

SUPER STAR wARS
• to Terrorkatet

Teb Gear
Tr.  5Jerrv
loxc Crusaders.
lurflm fV.

ALL
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.,E43
£39

Wheel of Future
£45 W i r i i ,  Corrimander

Willits 2 (ACM Higt-1, ze. idr i  3

bti
EAS
E40
£43

E54
E40
E39
£39
f.,44
E39
E39
145

CALL
fAS
L4-4
L39
E36

ALL TITLES USA UNLESS OTHERWISE STATED
UNIVERSAL ADAPTOR UK/USAIJAP El 4 00

ACTION REPLAY ADAPTOR UK/USALIAP C45 00
USA/JAP ADAPTOR E 10 00

Alt ptices inc.
' VAT

All Games add
MOO P&P

Consol
add C5," P

wit)
Lines

IF YOU DON'T SEE THE
GAME YOU WANT CALL!!

-MW non En1111111111•111

GAMEBOY
Gameboy Deluxe System

boy + Tetris + Link Lead
phones + Batteries —165

Alien 3 E 2 2 . 5 0
Bate E 2 0 . 0 0
Barbie•  E 2 2  03
Bart YS U t  •  •  • • • C22410
EL- I-- n o f  theJokc £ 2 9 . 0 0

194.00
£22.00
125.00

Foreman Boons £ 2 2 . 0 0
Crash Dummies . E 2 2 . 0 0

•_zep Jamboree  £ 9 2 . 0 0
TiPes 1 2 2 . 0 0

&
£ 2 2 . 0 0 •Little?. . . E 2 4 . 0 0
Prince et £ 2 2 . 0 0
Side Pocket , . E 1 9 . 0 0

-SoidernanII , E 2 2 . 0 0
Seeedoall 11 ......... • • . E 2 2 . 0 0
Star Wars ........... . . . . . . . .  , E 5 2 4 . 0 0
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S E W  M O M 11•1111D-WIRIND,
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M a r r i a g e  is a funny
thing. Two people,
very often with

little in common - I mean,
they're usually not even the
same sex! -  declare their
intention to unite and
produce offspring. These
offspring may well sham a
few characteriaties with
their parents - that's
genetics for you; but in
many eases they'll develop
In ways no-one could ever
have predicted.

That's exactly how the
Super Deformed robots and
mobile suits of games like SD
Gundwo came into being. In
this case, the ill-matched
couple were two of the most
Popular concepts in
Japanese culture, the
seemingly opposed ideas

The Super Nintendo and Japanese animation lead
'-'-'---, i n t e r t w i n e d  lives in the Land Of The Rising Sun.

. - - ,
Almost like they're married, in fact. They're not the

of cuteness
and technophilia.

We looked at the Japanese
love affair with Cute last
issue. The other great love
affair of the twentieth
century in Japan is with
technology, specifically
robot technology_ In the
aftermath of World War II,
the Japanese saw imported
technology as the one
chance to help their mostly-
rural, near-feudal society
catch up with I he developed
and victorious West. Fifty
years on. Japan Is the new
Robotopia.

Despite the fact that
robots pushed up
Japanese

Mean,
moody.
magnificent -
ettactig like a giant
robot should look.

only strange bedfe
as Helen McCarthy

productivity to undreamed-
of levels and that there are
more working industrial
robots there than anywhere
else In the world, its not
only for business reasons
that Japan loves robots. Tin
men, from sentient creations
like Term ka's Mighty Atom
(Asiroboy in the US) to

operator-driven suits like
those in Mobile Police
Patlabor or the Gundom
saga, don't rely on the
muscles of their human
creators. They give the little
guy an even chance in the
big world, and
since Japan is -
bUILILP wrestlers
excepted -  a
nation of little
guys, the appeal
Is obvious. Shiny,
hi-tech robots
deliver all manlier
of fantasies, from
moving mountains
to flying, and they

beat lite hell out of a moped
to impress girls.

But they're not
cute. Or at
least
weren't,
except
for the
occasional
wacky
variation,
until some bright spark
looked at the idea of cute
with fresh eyes and dreamed
up the titterly
Japanese
concept of
Super
Deformity.

'FIFTY YEARS ON
(FROM WORLD M R

II I  'WON IS THE NEW
ROBOTOP I IV

Plows that country boasts either,
explains...

Super Deformity is a
variation on the Cute

concept of the -chan•
-Chan, a

Japanese
suffix
nleaning
darling or

dear, Is
usually added

to the names of
small children, animals, or

boy/girlfriends. Making
favourite artime characters
cute gives them a whole new
lease of marketing life, so a
wave of -chart versions
appeared.

To make
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body size and shrink the
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It was
,sed
with
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iadrft realty
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before — now. suddenly.
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-SI  VERSIONS EXCEL
NT M O M %  POKING

TIM NI ENE MOST
ONLIKIES, SITUNTIONSP

Uh-oh. Looks l ike not
everybody in Japan
takes t h e  concept o f
the giant  robot  qu i te
as seriouslq as t h e y
should. l a k e  the
6undam robot on the
left  -  hot  only hos be
been 'Super Deformed ' .
l ies  also been dressed in a
medieval k n i g h t - i n - a r m o u r
outf i t !  U r  w h a t  about
mightg Intramen - redut ed
to a cute little elf? And -
worse! t h e s e  SD versions
now rival the 'rear ones
fur popularity!

Japanese high school boy be
seen with a cuddly version
of his favourite robot?

Then came another
brainwave — if you made
these cute. innocent-looking
little creatures mischievous,

manic and generally
disruptive, you

could also
create a
whole new

world of
stories. The

characters'
personalities could

change with their
bodies.

Above:
Another cute little

Oundom creature.
Left: Hero with one of the

giant 'mobile suits* from
Detonator Olgun.
Below: t w o  heavi ly  a rmed
6undam suits s tand guard.

•1,111/g

without doing violence to
fans' passions for their
heroes or the continued
marketing of the life-size
versions, These new -chaos
could be agents of chaos,
just as attractive to small
boys as the cute versions
were to their sisters. They
were even given their own
name—Super Deformed,
abbreviated to SD.

Comedy has always been a
favourite theme for anime,
and SD is a perfect comedy
vehicle. The SD Gundurn
series takes the heroic
nobility of Char Aznable and
Amuro Ray and stands it on
its head, as the characters of

that saga of courage
and hope

become crazed little
mannikins running hotels
and playing out their
lunatic rivalries at sports

days, eating contests,
monster bashes and a host
of other insane events. The
Gundum mecha acquired
their own SD series and
merchandising, independent
of the 'real' characters.

The SD concept is
everywhere. Ultraman has
acquired his own SD anirne
series, in which the heroic
fighter for Justice is seen as a
harassed salary-man in
Ultratown, coping with
problems far sillier than in
his rubber-suited days. Top
animater Nagai Go has an SD
series devoted to his own
universe, In which
menacingly sexy characters
like Devilman are seut up to
devastating effect. SD
versions excel in parodies,
poking fun at the most
unlikely characters and
situations.

And, of course, Super
Deformed characters are
wonderful vehicles for
gameplay. Keep a look out
for those enlarged heads
and squashed up bodies -
they appear lib lots of
Japariese Super Famicom
games. Deformed they may

be, but the offspring of
this unlikely marriage

between massive
fighting machines
and wide-eyed.
short-skirted

princesses are
definitely Super.

ANIME CONTACT
Aninte IIK Magazine,
70 Mortimer Street,
London WI. (S3.50 from
good SF/comic shops, or

mail order from
publishers

• 50p p&p.)  m i l l i

MERCHIINDISE OF THE MONTH

No 2. NINTENDO CALENDAR
p t r v  1112 A U n T  f l i n t  M D  qr=v1
Girls have calendars with puppies and kittens on, garage
mechanics have calendars with naked ladies on. and
Athena customers have calendars with black-and-white
pictures of people snagging at railway stations. But, until
now, games players have been a bit stuck when it comes to
remembering important dates.

Not any more! The Power Game 1993 Calendar not only
gives you a slot for every day of next year, but each month
is tastefully illustrated with scenes from top Nintendo
games (see below). For example. January is Super Marto
World, February is F-Zero, April is Zelda, and January 1994
(thrown in for luck) is Pilotwings, Useful dates also include
when Daylight Saving Time begins, George Washington's
birthday and Columbus Day, along with the dates of
Hanukkah. Martin Luther King Jr Day and Thanksgiving.

The sad news? The Power Game Calendar isn't widely
available in the UK. Ours cost 0.95 from Forbidden Planet.

MARIO BECOMES SAFETY
WATCHDOG!

The Health and Safely Commission
has teamed up with top house
builder Beazer Homes and
Nintendo for a child safety

Campaign. Mario is going to be
used to warn kids not to play on
building sites with the message

'Game over building sites are
dangerous. Mario's got more
than one life, you haven't.'
Posters with the slogan will
be appearing in schools and

on Beazer building sites around
the country, with a competition I t
offering Nintendo prizes
backing the message up.

E66T 
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BUBBLE GUM CRISIS!

_StaggerThe Westicans

int-drir- ! M i r " '

171:
I  D u  may have

seen this
appearing on

offer from import
companies over the
past couple of
weeks. It's a pirate
platform game,
presumably
Hawed tram some
soft of American TV

• c a r t o o n  or toy line,
though we've never
heard of ii - little
loss, It would

ANIIMAIMIS OMB Ma Ind few goes its less than spectacular
MIL pap add paspalp Dia up the game a bit though. First,
pm W e  Alpha NIA w i t h  the game, packed with
dam to IMP pee 1St larloph the game's ponies, apparently.
S a t e *  I  por
Male cleselar
calloda imp al
SA o a r s
Ipas sibort4
gels Inaahmed

Imparaq
Imible pm (yes.
pm mad that

weations•
absent lets you
tr.  e m i r  lets
goo ide
I - , .  amba.
papa maim you
looloomeht
pansuld ba  mops of bubble gum) and sea lime turns you
min a mad bubble gum thing, which whizzes around the screen
NEN sommdes, No space to fit the full review in this issue,
mem afraid, so you'll have to wait till next ish.

The M o p  pools MN de ter •:
of asampanisor babble

A bl,
met.

133e1

'Ctr

karate is
, with a teeny sh,

ALL'S LOUD ON
THE STREET FIGHTER II
CONTROLLER FRONT!

I •  in the struggle to keep
•Itp with weighty

-.. imported game
controllers - things like
the Capcom Power
Fighter - specifically
designed for use with
arcade-quality games
like Street Fighter II, 4 1 1
British outfit

SpeCtravideo have came up with this, the rival Topfighter,
Compatible with Super NES only, it has five-speed slow-
motion, assorted heavy duty micro-switches and a neat

if Action Sequence Memory facility, which allows the player to
'  program his stick so that one fire button press will perform,

say, jump, kick and punch in one move - ideal for reliable

1 access to the more complicated fighting moves in Street
Fighter 11 every timer There is a price for all this technology

: though - around C&O. Phone Spectravideo on (081) 902
2211 for more details.

1
I T h e  Ccevi

•

by Spectravideo

: oficy, Tonaghter,

CHARTS ACROSS
THE WOR1 D

Every month Super Play runs a quartet of charts highlighting
the sales of Super Nintendo and Super Famicom games across
the world. Now you can see how well your favourites are doing

on the global stage...

O F F I C I A L  P E N G U I N
G A L L U P U K  C H A R T S

Compiled tor Soper Ploy by Colltip

0  S T R E E T  FIGHTER I Ic  ark

0  Z E L D A I I I :  A  L INK TOT H E  P A S T  Nintendo

0  S U P E R  WWII-W R E S T L E M A N I A

0  JOE &  MAC:  C AV E M A NN I N J A  Elite

0  T O P  GEARNintendo

0  TEENAGE MUTANT HEROTURTLES IV

0  S U P E R  SOCCERNintendo

0  S U P E R  PINIBOTECTORKonami

0  E X H A U S T  HEATe a n
P l i - O T W 1 N G 5
Nintendo

, U S N
We hate to say 'told you se!, but

& O d a  rockets up to the number 
Street Ffithley II bettering it. There

t o n . andnewthismonth,arethetab
SMIStPlilintactor, Forties and Piletwingis but were
sureitsed to see WI Squadron drooping out so early -
perhaes it's just taking the month arf. Merl month,
watch eel for the now.available-separately Super Marro
Wortd, as well as a strong showing from Super illeste

J A PA N E S E  A IC H A R T S

Covnpited for Soper Piny be Tel Oise

DRAGON'S QUEST V
Enix

i t ) S U P E R  M A R I O  KARTNintendo

O S T R E E T  FIGHTERCapcom

0  S U P E R  M A R I O  W O R L DNintendo

0  S U P E R  DOUBLED R A G O N  Te c h n o s

0  M I L I TA RY  BATTLEFIELDASCII

0  M A R I O  PAINTNintendo

4 1 0  C O S M O  GANGNamco

J o S D  GUNDAM  VBanda,

0  S U P E R  M A H  JONGCOMPETITION Pcoei

Well. what a surprise! Dragon Sues! V again tops the
Jap charts, and looks unassailable -  cheek out our
feature oil page 6(l ler more. The MafW games and
Street Fighter, II won't surprise anyone, nor should
Deohie Dragon (see this ishl, Lunniam at new entry
Comm Gartg. but goodness knows about the popularity
al Mato Jong. (eh, and Joealhan's getting excited by the
sound at a Military Battlefield somulates...)I1WS! - .111.1

U K  I M P O R T
C H A R T S

Complied for leper  Ploy by Console Concept'

e t  S T R E E T  FIGHTER I Ic a pcom (Jap/Li s 1
S U P E R  M A M O  KART
Nintendo ( i ap , .US l

O E A R T R  NIGHTMAREAcclaim (US)

0  D E S E R T  STRIKEElectronic Arts W S '

0  A M A X I N G  TENNISAbsolute Enter ta inment  (US)

0  W I N G S  I IName° (Jap/US)

CGIIIMNamco

O N C A A  BASKETBALLHal America (US)
M E M  S K I N S
!rem LUS)

0  J O H N  M A D D E N  ' 9 3EleCtrOnie Arts (USI

hosts are taking a rattier more dramatic turn in the
import charts lapart from the top two slots, which are
about as surprising as... well, they're not very
surprising, anyway) Atelay plummets hem view, with
Desert Strike Ireview next manthi replacing it as the top
SPIES shoot-eon-up. Serfs biohtmere seems to be doing
well. despite a mixed reception we loved it, thought
and the hot new contenders this month seem to he
Cosmo Deng and Amazing Terms-, reviewed this issue,
and Jahn Madden '93, pituch we'll look at next month.

A M E R I C A N
C H A R T S

Compiled for Soper Ploy by Weedy Carter

0  S T R E E T  FIGHTER I ICapcom

0  S U P E R  MARIO KARTNintendo

0  D E S E R T  STRIKEtlectronic Arts

O N C A A  • A S K E T B A L LHal Amer ica

O A M A Z I N G  TENNISAbsolute Enter ta inment

O W I N O S  I IN a m c o

0  T H E  OREM S K I N S  GAMEirom

0  S O U L  BLAZER

O  EmN:Atti:r  P A I N T

0  S U P E R  DOUBLED R A G O N  Nintendo

Lots ot great games in the US chart this month. many pf
which are already doing very well an import in this
country. We've reviewed nearly all the games in Ibis
chart already, and they're generally good. We'll have
the 1W01) fugitives, Desert Strike and hiCAA Basketball,
next MUM Expect the American version ol Mickey
House (Me Japanese one's reviewed in this issue) to
chart soon too, with Super Slav Wars hot an its heels.

E661 



ANOTHER IN
OUR SERIES OF
SHORT CHATS

WITH SOME OF
THE LEADING

LIGHTS OF
SUPER NES

DEVELOPMENT

Eli 771
One ot  the  icu lkno lL

photographs of  Eric
Without  his sunglasses.
t a k e  a  good look -- you

might not  g e t  t h e
chance again.

Erie Matthews is the most prominentAttember of
The Bitmap Brothers. probabi t h e  best itnown
based prognumning leant -  the people behind
sueresshd Amiga games like Xenon 1 Si 2.
Speed hall I  Si 2. (adjurer. Gods and The Chaos
Engine. Now the BiI m p s  are shifting some of their
efforts to the Super NIS. with at least two new
games in development. Is it going smoothi)...?

Q S u .  Eric. what SS gamesare yaw actually weakiag oa?

A We've got Gods. which isnearing completion, and
we recently started on ne
alaos Engine. Rob Trevellian,
who worked on the Amiga
Speedball 2, is doing the
programming. lie's more
experienced on the SNES than
some of the others here, Also. I
think it's pod to get someone who'll bring a few fresh ideas to a
project when you convert it to another machine, rather than just ask
the original programmer to rehash what he's done before.

So what mew ideas has Rob brought to Gods then?

G o d s  o n  s u p e r  k i n i e n ( 1 0  1 1 0 1 1  t i l t

no Amiga but  •soon• for  SNES. fio
pre t t i e r  game t h a n  the  ang ina l

A r m  chaged it quite a lot actually - it's now a faster, morearcade-like game. We spent a week just deciding hovi to change
the controls to take advantage of the extra buttons on a SNES joypad
-  the game's now a lot less fiddly to play. and you can do things like
change direction in mid air, which you couldn't on the Amiga. We've
also increased the frame rate to get it faster, and I spent a while
mucking about with the possibilities of the SNES colour palette

By Matt Bielby
e II: assor ted
Anions in •classie.

1,00 star  pose. t r i e s
hottoin r ight .

e
Q Now Ildoode roost b tho SIESmotes? Was It what dew waled?
A  Yes. I think so, anyway! One

thing we've learned from
Nintendo is the importance of

rigorous play-testing. When we'd finished a version we were happy
with, we'd submit it to Nintendo Of America, who'd playtest it, We'd
get pages and pages of suggested improvements back. One thing
Nintendo won't stand for is the possibility that a player might get
trapped on a level - there should always be a way forward, To make
sure of this, we had to change some of our maps so it wasn't possible
for you to put down the world key, say, on top of an inaccessible
tower, and then never be able to get back up there to retrieve

Q Be pee 1111 Oh corset practice et old Amiga gam gettingromped tar the Sept IES Is a pore Nor

A A If you do it right. We spent I() months totally redoing Gods for.1Nintendo to make it a good SNES game. However, I think were
about to see a number of fairly poor Amiga games appear on the
SNFS which are basically ports from the old machine. The two
systems are so different. you need to rejig it to make it work.

Q I s  there my them polled yell nails loss to tie eit Swat M O MMt of ohms el It Ingerilwit

A We'd love to do * M O O  2. or, rather, a SNES-specific Speedball3, totally reworking the basic idea for the new machine. We
haven't solar simply because nobody's asked us - probably because
Speedball 2 is thought of as too old a game. and there were
distribution problems with the Genesis version (American verwion of
the Mega Drive - Ed.) which meant it didn't sell well. Though we

didn't do the Genesis version,
I think it's good, with
Improvements over the
original - le the fact that a
different colour palette makes
It easier to tell the teams
apart. A real ,S•peedball 3 on
the SNES, though would be
worth doing.

t• t h O 5  Engine, here seen
dr, to r  one, is nolo a  f a s t e r.
Amigo per-Siert. Tho Roth Brothers wthe

the *Whop Wm'
swarms, Inskig dor Ism Imp t h e  games. Do you think
Itio thin lite Is abed to loose with kw Illetude programmers?
A  I don't think we thought of ourselves as pup stars. It was partly

a mickey take, and partly an effort to make the creative people a
little more prominent, That's harder to do on Sega and Nintendo,
though, where the brand is the most important thing, but I'd still like
to think that SNES gameplayers will look out for any new Bitmap
Brothers games because they liked the old one. After all, they're the
same gameplayers who looked out for our stuff on the Amiga_

Gods will be available for the SNES on the
Mindscape/Software Toolworks label in January.
The Chaos Engine should be ready by Autumn.
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110 co, ; a m  Our. You can buy one Super NES game at EIO oh our catalogue price when you buy a Super NES from Special Reserve.
Please order the game at the same time as the Super NES.

RUBY GAME PAK
CARTRIDGE CASE

(HOLDS 12 GAMES'
9.92

only supply members but you CON order es you m a
ANNUAL MEMBERSHIP: UK E6.99 E E C  E8.99 W O R L D  E-10.99
The Special Reeerve bill colour club magazine NRO is sent to all
Members bi-monthly. N A G  foetuses lull review.. of new games
plus mini-reviews, new products. Special Reserve charts,
Release Schedule and hundreds or special Offers.

PLUS - EVERY ISSUE CONTAINS
E30 worth of money-off coupon

to saw. eieven. 4 f
more money oft amazing prices.We sell „net and ...
at amazing prices. tot Megadnve, Master Syiliem. Gems Goer,

Super NES, Gemoboy, NES, Lynx, Amiga, Atari ST. IBM PC end CCrIV.

B e a t  S e r v i c e ,  B e s t  P r i c e s ,  B i g g e s t  S e l e c t i o n

120,000 people have joined Special Reserve, so don't delay, join today!

•  Y o u  can phone in your order or use this coupon

HANDY 801 FOtt
OAMEBOY

ONAGMETES AND
LIGHTS SC REER

AsIPLIFIES SOUND AND
ACTS AS MIPBJorsocio

.099

HARD CARRY CASE FOR
enAM9130Y rSTORAGE

SPACE FOR EARPHONES.
SCREEN CLEANING HIT AND

4 CIAMIESI
. 9 9

MAGNILIGHT
FOR GAMEROT
(CONDONED
MAGNIFIER
AND LINT)
13.90

LOGIC]
GAMLBOY
PROTECTOR
CARRY CASE
ASO

2 1 1 1 1 1 1 ,

BATTERY PACK
(RECHARGEABLE

FROM MAINS
ADAPT OR i

23.42

Super NES (Super Mario Pack)
With Super Mario World, one Joypad

Special Reserve Membership
:TcE5.0O Replay Voucher

•CIO OFF any one Super NES game

Super NES (Street fighter Pack)
With Streetfighter 2, one Joypad
FREE Special Reserve Membership
FREE E5,00 Replay Voucher
*CIO OFF any one Super NES game

Super NES (Scope Action Pack)
With Nintendo Scope 6 Light Gun
6 games for Scope 6. one Joypad
FREE Special Reserve Membership
FREE £5.00 Replay Voucher
T1 0 OFF any one Super NES game

• • • • • • M

•

STEREO
EARPHONES ALSO

FOR USE WITH
PERSONAL
STEREOS'

3.92

ORDER NOW
DME FOR
X-MA5l

GA MEBOY
Tons game, Batteries, Stereo
Headphones, Two Player Lead
F-;.r Membe rsh ip
FREE Holster, Cartridge Pouch,
Deft & Stereo/Camera Case
or FREE Konix G.B. Holster
PLEASE STATE YOUR CHOICE OF 'HOLSTERS A
SELTORKORIENOLSIEWORThE ORDER EDAM

11111-0111

KOPEK GO.
HOLSTER

FOR GAS/CROY
(ATTACHES TO

OF IT)
I l e

ACTION REPLAY CARTRIDG
FOR GAMEDDY

(ALLOWS CHEAT CODES ETC
26.99

129.99

159.99

Ei
159.99

LOOK AT WHAT WE HAVE FOR YOUR GAMEBOY
69.99

ISAIMEIS

try
HOLSTER AND BELT
FOR GAMEBOY WITH
CARTRIDGE M o o t
AND PERSONAL
STEAECKAATERA CASE
9.99

LOGIC] RECHARGABLE
BATTERY PACK FOR GAMEBOY
IFITS INTO BATTERY
COMPARTMENT, GIVES 7 HOURS
PLAY RAINS ADAPTOR REQUIRED'
13.99

LOGIC 311ANS ADAPTOR FOR GALISEBOY
CAR ADAPTOR FOR GAIROOT .
GAMELIOHT FOR GAMEBOT (FOR DARK
SPLA TER ADAPTOR FOR GAMEBOY. _ I E E E

SOLES Oil HAIIii1-1(1E-L.DS. 1.29CLEANSED KIT FOR ALL CON
STORAGE RACE FOR CARTR1DGES (STACKAILEI . . . E . 9 9

.47,99
ADDAMS FAMILY
ANOTHER WORLD 4 2 . 9 9

BLAZING SKIES (WINGS 2) 37.99
DRAGON'S LAIR 44.9g
EXHAUST HEAT

.• 4 4 . 9 9F•ZERO 37.S9
FINAL FIGHT  4 7 . 9 '
HOME ALONE 4 4 . 9 9

JOE & MAC - CAVEMAN NINJA -47_99
KICK OFF 42.99
KRUSTY'S FUN HOUSE 44.99
LEMMINGS 4 7 . 9 9
PAPERBOY 2

, POPULOUS'

SiM CITY
ROBOCOP 3  4 7 . 9 9

i RIVAL TURF-4 4432;999999

libursialtill PILOT WINGS   3 7 . 9 9

37.99

GAMOW, GAMES
ADDAMS FAMILY  A L M
ADVENTURE MLAND •  A L M

nc
A S T I n o s     
CAMP DEADLY  W e l
SARI s a n n i s a a n t r a  . . .   2 1 1 1
SAINAN S I L M
' AT K I N  2 • RENON/ OF THE JONER._21•10
EATTLETOADS
HILL I  TED S EXCELLENT ADVENTURE -Z IPS
BLADES OF STEEL   . 2 0 . 9 1
SLUES ERG/HEIRS  M A O
EDELL r   • 1 3 • 1 1
S U L K !  SOISLE M A O
MUGS BUNNY   I S M

DOUBLE DRACION 2. . . . . . .  _.••••-• .....
DOUELE DRAGON 2  2 2 E 9

22.91
ESM
1290
22.19

DRAGONS LAIR - THE LEGEND
DyNA BLAsten
FERMIN c a m p  Pea
toRIAULA R A C E
Mon( FOUR PLAYER ADAPTOR)._ ...... MOS
sarianvi.ES QUEST  I A N
GAUNTLET I  S a t e
GEORGE FOREMAN'S D O R M  ..... __ •229 t
ONOSTSUSTERS 2  I S M

17•10Gavottes 2
NOME ALONE   a l e
NOOK  . Z 0 • 0 1
JORDAN VI ante_  2 2 1 9

3 3 . 9 9
KID 'CAPRA%   U L M
MICA TAAN  U L M
'Arcs TY MOUSE   2 0 1 5

t  COMMAND I S M
MOTOR CROSS MANIACS ......... . . . . .  13/10
RAIN SEALS  U L M
NEMESP3. . . . . . . . . . . . .  _ .....
OTHELLO
PACMAN   S O N
PARASOL STARS    E L M
PpoNCE OF PERIM  M P S
ancooTECTOR

SHADOw wAsi/Mais
SNEAK,. SHARES. 9 E 9 9
SOLOMON S CLUB

. . .   2 3 9 1
SUPER HuNCHBACIT  2 2 . 1 0
SUPER Amen° TARO  1 1 1 • 0
11 0 • e l l  MARIO L A N D  R  M I N
StAWA RC PRO-AM  M I N
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C D  R O M :  THE MTN'
Commodore's CDTV bombed. Philips' CD-I system
could be in trouble. Sega's Mega CD lacks decent
games. Now Nintendo delays its CD system another
six months. Is CD ROM technology really the
future of video games?

S i n c e  its introduction in the early '140s, CD
technology has quickly become accepted as
the norm for many types of media -  music

in particular. You'd think the notoriously high-
tech world of computer and video gaming would
be quick to follow, but no - technical difficulties
and a dire lack of suitable software has seen CD
technology move forward, when it's moved
anywhere at all. in a series of Ma and bursts.

Certainly Commodore and Philips have had big
problems convincing consumers that they really
need a computer-based multi-media thingie
plugged into their TV, while the dire quality of
existing Sega CD software sees the Japanese-
market Mega CD currently dead in the water. To
anyone familiar with Nintendo business practices,
then, it can hardly have come as a surprise when
the company announced it was delaying the
release of its CD ROM system until August '93 at
the earliest Nintendo has never relied on cutting
edge technology -  remember how long the NES was
forced to soldier on, in direct competition with the
superior Mega Drive? - preferring to wait before
releasing a new system until the software and the
product is right. (And, equally, until they're sure
there's a massive market for it.)

Nintendo went public with this delay at the
Famicom Space World '92 Show last August -  it was
just one of two major announcements Hiroshi
Yamaucht, president of Nintendo in Japan. made
concerning the future of the Super Famicom. We
told you about the other development last month
the new cartridge based DSP2 chip known as
'Super PC, which will allow the machine greater
speed and 3D capabilities. However, its what the
CD delay says about the future of Nintendo CD
technology that concerns us here.

NINTENDO VS SEGA: THE
TRADITIONAL BATTLELINES

ARE DRAWN AGAIN

p l a y e r s  have been waiting for the Super
Famicom CD ROM system since the launch
of the machine, way back Ln November

1990. Not surprisingly really, as Nintendo
announced the fact that they'd be doing one at
the time -  a tactic intended to take the wind out
of the sails of Segtes much-hyped Mega CD, which
was then well into development

Despite this early announcement, we shouldn't
be too surprised that it hasn't happened yet.
Nintendo is far too cautious to make the classic
mistake Sega have made -  its great hardware
rendered useless by a complete lack of suitable
software, the few games that have been released
taking virtually no advantage of the system's

t. c a p a b i l i t i e s .  (Indeed, most Sega CD games would

have been substandard as cartridge software.)

We expect the Sega
Mega CD to occupy a bit
of a sales backwater
until next Christmas,
when decent software
eventually arrives, and
(more importantly)
when the whole CD
games market gets a
massive boost from the
release of the Super
Nintendo CD ROM.
That's when the battle
begins in earnest...

Right: A speculative drawing of what the CO ROM system
for the Super Famicom might look like. It's highly likely
that the finished unit will be similar.

SUPER NINTENDO CD ROM:
WHY THE LONG WAIT?

T h e  development of the Super Famicom CD
ROM unit has been plagued by more
problems limn Nintendo would care to

admit. The high speed of technological advance
In the Industry is the niain reason -  for instance,
the proposed apt-cifit•ationa for tile symein bad to
be revised upwards when Sega unveiled its
expensive and sophisticated Mega CD last sear.
As with the Super NE'S, Nintendo had to have a
significantly better product than Sega it they
were once again going to enter the market last.

As a result, at the Nintendo show last August
the company claimed to be re-designing the
whole unit to offer even more power to
games players. Another reason this was
needed is the new 'Super EX cartridge
enhancing chip, which will boost the
capabilities of the standard SNES
performance dangerously close to the disrv
heights the old CD ROM specification
offered, A 32-bit chip is now at the
heart of the CD unit. boosting
Its processing capabilities
well above this new
generation of game
cartridges,

The other big
reason for the delay
involves a serious
amount of corporate
politics The original
CD ROM development
plan was a joint
Sony/Nintendo effort -
many people expected this

Right: Hiroshi Yamauchi,
president of  Nintendo in

Jaaan, al the Space
World show last August.

to lead
to the
development of an
Industry standard.
However, things soon went wrong. Sony's own
plans with its Super Famicom/CD
hybrid, the Play Station, created a
rift between the companies, until
things reached a point where a P . 5 2
new alliance waa made with



RE OF SUPER NES GAMES?

'S ) W n

Understanding the current state of the various
proposed and existing CD platforms takes more
than a little effort. To try and make things a bit

Co.'
M I K  was tho first company to
m i m e  a OH (Compact Disc-
blemoshol =cline in the UK
earthy NB peat. Sony and
Panasonic ham introduced similar
machines in Japan and the US.
Rather than being accessories for
comoies or computers. CD-I
machines are stand-alone units
with processing hardware built in.
They are capable of full-screen
Fell-Motion Video (FMV) with text,
graphics and audio. It's fairly
impressive, fairly expensive -  and
fairly long In the tooth. The actual
format was developed over five
years ago_110

Currently the PC has a wide variety
of CD ROM drives available, with a
rapidly Increasing software base.
To ensure compatibility across the
board, PC CD ROM units are very
similar to standard audio CD drives
-  great for mass storage, but quite
slow at data retrieval. However.
with PCs relying on high density
hard drive storage, CDs obviously
solve all the disc-swapping
problems you traditionally get with
graphically intensive games like
Monkey island 11 etc.

PC CD ROM

CD Hirvi: THE HIMILY TREE

Designed by Sony and Philips in the
early '80s for storing sound in a digital
format. CDs otter a high sound quality

CD digital audio
and virtually instant access to all the
tracks - unlike on a tape or
conventional vinyl record.

CD ROM XA •
This is Sony's creation, and is
currently the proposed platform for
the Super Famicom CD ROM system
(below). XA stands for eXtended
Architecture, meaning extra hardware
will have to be included for the
simultaneous access of data, video
and audio. Sony are to release a CD
ROM XA machine called the Play
Station (right),which was first
announced in mid '91, but hasn't been
released anywhere yet. An all-in-one
unit, it was initially designed to run
Super NES carts as well as special
Sony game CDs, but Nintendo wouldn't

allow Sony to make
II Nintendo CD

compatible.
However, this

' appears to
have changed
now that Sony

have recently

tied up again with Nintendo, with
Play Station being allowed to run
Super Famicom/Super NES CDs too. (In
this it will be much the same as JVC's
Viondermega' machine, which
crossed a Mega Drive with a CO ROM
player.) Both cartridge and CO
software will be compatible across the
Sony Play Station and the Super
Famicom CD ROM formats - which one
you buy will be purely a matter of
taste. Nintendo is continuing to work
with Philips to develop a CD ROM XA
'bridge-formal' which will make
Nintendo CD software compatible with
Philips CD-I hardware.

the

NEC PC Engine
CD ROM

The first CD ROM unit ever released
for a console was for the NEC PC
Engine, way back in '88 in Japan.
Since then, new CO versions af the
Engine have appeared -  the
smaller, clip-on Super CD (above),
and the all-in-one Duo (this was
released in Japan one day after the
Mega CD, and has sold far better).
Both systems have improved CD
drives and extra memory to cope
with new Super CO software and
music CDs with graphics (CD-G).

easier for you, then, here's the exclusive Super
Play CD ROM Family Tree, showing exactly how
everything inter-relates...

e&b
Sega Mega CD /

JVC Wondermega
Released in Japan last December,
the Mega CD initially sold very
well, but Sega-Japan have had a
terrible year. Software is still very
poor and thin on the ground - Sega
jumped the gun with this
one.though its certainly a system
with great potential. Last month
the American version was launched
(under the name 'Sega CD'), but UK
players will have to wait until next
spring for the UK machine. The NC
Wondermega (above) is a
redesigned combo unit that plays
both MO carts and Mega CDs.

CD ROM
The first CD ROM was produced by
IBM for use with MS-DOS standard
PCs. Since then, various
manufacturers have utilised CD
ROM technology to improve the
existing capabilities of their
particular system. Various
companies make CD ROM drives for
use with PCs. and NEC and Sega
already have units on the market
for use with their own consoles.

Commodore
Amiga CDTV

Launched in May '91, Commodore's
CDTV was initially presented as a
home multi media station, keeping
its Amiga origins well hidden. When
this bombed (due to the high price
and poor software), it was
relaunched this year as the Amiga
CDTV, with keyboard and disk drive
pack turning it into a swish looking
black Amiga with built in CD drive.
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SO WHAT CAN CD RON11111
ACTUALLY DO?

T h e  exact apecifirationa of Nintendo's
newest baby are unclear, but here's
the best of recent speculation...

These are the most up-to-date details of
Nintendo's forthcoming CD ROM system,
though they're subject to change. A
schematic diagram from early '92 revealed
the inclusion of a custom co-processor
running at 21MHz, working alongside the
SNES' nornial three speed (and very slow!)
processor. The co-processor has since been
revealed to be a 32-bit unit (see diagram) -
this has the potential to make CD ROM a real
improvement over cartridges.

indeed, the whole set up is now nearly
twice as powerful as a standard SNES running
a game on one of the new *Super FX'
cartridges, which include their own Digital
Signal Processor. This degree of difference is
deemed necessary if Nintendo is going to
attract enough people to the new machine to
make it the success they've come to expect...

•  More on the Super IX  next inane.

Opposite we have the latest version of the
proposed schematic Itechnicel layouti for the
Super tamicom CD ROM system. These details
are speculative and could change significantly.

This is the super tamicom or Super
Nintendo. As there is only 1 megabit or 120k
RAM in the machine, most of the memory !tor
CD data to be loaded intol will be included in
the system control cartridge or perhaps - i f
changes are made -  in the CO unit itself.
01) the system cartridge that plugs into the
normal Super Famicom/Super NES cart slot. This
acts as an interface between the console and
the CD ROM unit. At the moment I ts  unclear i f
the co-processor will be a OSP.

The CO ROM unit system with 52-bit
processor now included. H DSP chip is a
possibility here, too.

Right: Just one of the
many different
forms the ID
ROM drive
might
lake. Ws.
can't
wart!

Philips to develop the unit lust cad. New
specifications were released at the Las Vegas MS
in January 1991.

But since then a lot has happened. On 1
October 1992 Nintendo announced a revised deal
with Sony, taking the project back to them. The

new system is now said to be fully compatible
with the Play Station - this way Nintendo

benefits from Sony's expertise in compact
disc technology, while Sony gets a chance
to unleash a video games machine with a
huge potentiai market_ It's not unlike JVC's
involvement with Sega and the Wondermega

(see the CD Family Tree).
The third reason for the delay you've

( PANRSONIC'S INTO CD IGHMES TOO!

S o n y  and Nintendo are not the only
companies around who have CD games
systems still in development.

Panasonic/Taft
Although Panasonic already has CD-I systems
available in Japan and the States, it has recently
teamed up with top arcade game producer
Taito to produce a dedicated CD games
machine provisionally titled the Vowow' (don't
ask us why). The cult shoot-'em-up Sagaia (also
known asDarius II) and Rainbow Islands were
both demonstrated on the system last year in
Tokyo, but nothing has been heard or seen of
either games or system since then_ Could other
coin-op manufacturers be planning on bringing
out CD machines, too? Only time will tell.

CPU
(Central

Processing Unit)

11 megabit RAM
(Read Only
Memory)

32 bit processor

Servo IC CO - OSP

probably guessed by now - a lack of good software.
Commented electronics analyst Chuck Got° at SG
Warburg in Tokyo. 'Nintendo Ls still trying to figure
out how to use the massive storage capacity of the
CD ROM to create effective games.'

Additional details, however, are scarce. Sony
aren't talking, while Nintendo have gone on record
saying that the system may not even be launched
next year if suitable games aren't ready.

Don't hold your breath waiting for the Cl) ROM
system. However, do expect it to be stunning when
it eventually appears - the technology is there, the
talent certainly is and Super Scope aside, Nintendo
have yet to release something that wasn't worth
waiting for, Sega know this more than anyone.

The shape of things to come? Pannsonic
Tait° are developing this rather oddly
named CO games machine.

1
PPU

(Picture
Processing unit)

VRAM
(Video RAM)

APU
(Audio

Process ng Unit)

2 megabit ROM

L-----,INA Converter

4 megabit RAM

4 megabit RAM

Co-processor

I it
256 kilobit RAM

Custom Chip

Connector
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SNES CO ROM: SO, WHAT
WILL THE GAMES BE LIKE?

0 boy, "mew established that the most
important part of the equation for a
socessohd CD in,stem is Good Software. So

what sort of Good Software will we get for the
Napo. %0,, Super Famicom CD ROM? Eh? Eh?

•al_ this cs tricky. Here's the latest news of
coolinned games. with plenty of speculation about
otos else might be possible thrown in,

One of the first games expected for the Super
Feenicom Cl) ROM is called The 7th Guest, it's from
Vogl '  and looks set to become one of the scariest
pmes ever (see above pies). It's such an unusual
game because the graphics have all been cleverly
rendered on computers, not unlike some of the

pressive special effects you can see in the latest
!•eievision commercials.

Rest assured, this won't just provide Dragon's
—ar-style sit-back-and-watch gameplay -  instead
the game allows full interaction and freedom of
amovernent, all the possible angles from which the
noenerv and objects can be viewed having already
been calculated and beautifully displayed in 256
colours. with extremely realistic shading and
special morphing effects, too. This is certainly one
eflective way to make good use of the additional
- ace you get on a CD. (In fact, all this data takes

• over 1,000 megabytes, or 8.000 megabits, of
•znory and currently uses up the

• ..sacity of two CDs!)
Virgin's long-awaited graphical

.77-asterplece will appear on the PC first

,vor.9  S  s C r o , : ,  •  fte.,  witocti l r  s r . .  orol ,
44..CVS t o  oursoloos 2  ' • ,  l  o s s  sS  s  wtrolo-
.1, so-sorsa o f  t o w  s u b j o ( t s  SO S0*%. $oon f o o w s  f o r

bO o-,•Sobled t o  -Kot O r  g u t %  s c . *  t o t *F „ b r a *  • • •  ' , i t  'russet

above and above right: Origin's classic RP6
same ititoma underworld on the P .  Electronic
•rts• recent hut chase or Origin should secure
its future as a potential SNES CO ROM release,

i_

(due next year), and was originally scheduled for
release with the Super NES version of the CD ROM
in the States in January 1993. However, the
previous specification of the system simply wasn't
sufficient to cope with the graphics - something
the new, uprated, CD ROM specification should
change with a bit of luck. Certainly, from what
we've seen of the PC version, this could prove to
be one of the most stunning games ever.

While we're on
the subject of PC
games, the landmark
role playing game
Ultima tindenvodd
c o u l d  s o o n  b e

scheduled for Super
Nintendo CD ROM
conversion too. Sega
already have it in
development for their
Mega CD, but it's

popularity might guarantee it the
Nintendo treatment. More info when
we have it.

Other games already in existence
destined for the Super Nintendo CD
Include a number of laser disc games.
Mad Dog McCire and 14?lo Shot Johnny
Rock' are both fabulous shoot-'etn-up
arcade games using live actors and
extremely authentic settings. nit.
producer of the games, AEG

(American Laser Games), recently signed an
agreement with Nintendo to develop similar titles,
for the CD ROM platform_ ilowever, lull or partial
motion video on the system will have to be

Left: The 7th fittest
by Oirgin -  a (teem)
murder/ghost slot q
set in a haunted
house. Clare you risk
the food being
served in the dining
oom ?

Below: Just look al
these graphics. The
7th fiuest offers •
sound night's rest
pi ouiding you don't
make the mistake
of going to sleep!

Okay. they're PC screen shots, but remember,
the ShES can display Just as many colours.

The lawninutvet ,son l u s t  one ot the LO ROm
titles set to appear on the INES ID ROM.

possible to do these games any justice.
Storm, the developer of Super S W ,  is

currently developing a SNES CD ROM game based
around the popular film The Lawnmower Man.
Naturally, the coding of the SNES version won't be
started until the final spec of the unit is known, but
the source material, such as digital footage and 31)
model data, is worked on using high-end PCs. The
movie footage is being grabbed in 24-bit colours
and will be converted and slotted into the SNFS
version when the development system is available

Nintendo's own product line up is just as secret
as ever, unfortunately. This, of course, just fuels
the speculation. Much rumoured is
ancient classic Donkey Kong, the
first game Mario ever appeared
in, which was first announced as
a Super Nintendo CD ROM/



pervert ropy of Star-blade on CO? Dream on, n
similar game is scheduled to appear though.

Konanas first choices for the CO flOtil are
rumoured to Include the impressiue Renee.

•

If Plioiek does appear, let's hope they Include
some improved gamepley, eh? the original had
a very weedy weapons system, after ail.

Philips CD-I crossover product. The more familiar
Mario and Zekta series are inevitable candidates for
this treatment, too.

Sequels to Pllotwings and FZero, using both
polygon graphics and Mode 7, are supposedly both
on the cards, though the likelihood is that they'll
appear as cartridge games using the new Special
FX chip, rather than on CD ROM. Rest assured,
however, that whatever Nintendo have planned for
release with the CD ROM, it's going to be
something special -  Nintendo will be taking no
risks with this system.

And what of the other top creators? Well,
Konami has already shown a commitment to CD
ROM, with a fabulous cyberpulik adventure called
Snatcher recently released in Japan on the PC
Engine Super CD ROM. Some of Konaml's top Super
Nintendo programmers were moved last year to a
new development centre to concentrate their
efforts on CD technology, so expect some stuff
from them. We think a revamped version of the
Xexex coin-op (complete with all its gorgeous
intermission animations), an ultra-impressive
Axelay 2, and, quite possibly, Casdevania V are also
likely candidates.

Capcorn are guaranteed to provide some CD
thrills. A popular rumour at the moment is that
Street Fighter It The Champion Edition will appear

41114J l i o k  1 1 . , H i g  a t  t h e e  ( U  q i u  p o i g

have to squint a bit - you should he able to
see hundreds of tiny little pits on the
surface tfilaht• That's it. You're sacked- la.1

y 0 1 1  all know what a CD looks like, of
course -  a small, shiny, metallic disk,
not unlike a conventional vinyl record.

The way it works is very different. though...

•  While on vinyl records the needle works from
the outside towards the centre, CDs work in
exactly the opposite way.
•  Only one side of the CD is used, not both, as is
the case with traditional records.

HOW IS A CD MADE? EVEN SIMPI ER_

B e t  you always wondered just how CDs
were made. didn't yon7 No? Well we're
going to tell you anyway. (Don't won'',

It won't take too long...)

Step I
Make a Master CD out of glass, using lasers to
carve out the tiny pits.
Step 2
Now coat the glass with a thin layer of metal
and you have your Master CD.
Step 3
From this Master, a nickel stamping plate has to
be made.
Step 4
Using this nickel plate, CDs are then pressed
out of plastic. The process is quick and easy.
each CD (after all) ony having one piece.

on CD, shortly after the Mega Drive cartridge
version. However, we're not convinced -  if a
game's due to appear on the ordinary Mega Drive
next March, surely Nintendo won't deem it good
enough for their CD?

And beyond that it's pure speculation. Rest
assured that at least some of these games will be
absolutely spectacular, and some will be big names
too. (Star Trek: The Next Generation from Spectrum
Holobyte is promised, for instance) Don't worry
about missing out on any hot info, though. Soper
Play will keep you posted on any
new developments as soon as
we hear about them.

Watch this space...

•  The head of the CD player reads the CD by
projecting light onto it. then reading the
reflected messages from pits made on the
surface of the CD. These can either be a 0 or a 1,
the binary system that should be familiar to all
computer users.
•  The pits on a CD surface are 1.6 millionths of a
metre wide and 0.9 millionths of a metre long-
pretty damn difficult to measure with your
average ruler.
•  Normal CD ROM systems are suitable for
computer data. sound data and video data,
though sound data is recorded on a different
track. (Philips' CD-I, however, is different -  the
three signals are put on the same track.)
•  Normal CDs cannot he recorded onto or
erased from -  what you buy is exactly what you
get. Therefore, for instance, you can't save
game data onto a compact disc.
•  The way CD ROM systems for consoles work
Is that they read the computer and visual data
from the disc, then store them In the unit's RAM
for processing by the machine.
•  The important thing about CDs for game
players Is the potential size of a game -  a CDs
memory capacity is massive. It's 540 Megabytes
-  4,320 Megabits in cartridge terms (about 270
times the size of Street Fighter IF)
• There's another huge advantage CDs have
over conventional storage methods -  the high
speed random access of information.
•  And, finally, there's the fact that, next to other
storage methods, CDs are incredibly last, easy
and cheap to make. How easy? See below...

step 5
A, layer of rolinellyn aluminium enmpTaind
then added to each one.
Step it
A final layer of plastic is added to complete the
process. Voila! One CD.

Doesn't sound that hard, does it? And, indeed. it
tsn't -  the CD manufacturing process is cheap
and easy (hence all the people who get annoyed
at the high price of MUSiC CDs in the UK.)
Indeed, CDs are so much cheaper to
manufacture than carts that we should see a
significant price drop for games as they take off
-  that old 'cartridges are expensive to make'
argument goes straight out of the window. (Of
course, we all know how likely that is to happen,
don't we..?)

Niniendo's HO in Japan. Hands up who'd like
be a fly on the well in this nine pile?
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The ever villainous Shredder has sent one of his evil androids to
steal the Statue of Liberty. The turtles have to defeat Shredder
and rescue Lady Liberty from his evil clutches in six huge levels of
Arcade Action. As they attempt to put an end to Shredder he
knocks everyone into an activated Matrix Translocation Beam
sending everyone hurtling back through time. Can the turtles
defeat the host of historic hooligans as they fight their way back to
1992, to the final showdown with Shredder_
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MICKEY'S
MAGICAL QUEST
A quick check around the office revealed very few Mickey fans, with
the sole exception of Jason. He remembered how great Sega's
Mickey game, Castle Of Illusion, was a couple of years ago, and
hoped some of that same magic would appear here. It did...

• • • • • • • • • • • • • • • • • • • • • • • • • • • • •
WHAT'S HAPPENED TO PLUTO? MICKEY'S ON THE CASE...

10•1

oto
Goofy pitches at Mickey,
and overshoots! Pluto
rushes past to retrieve the
ball, but mysteriously
disappears -  so Mickey
theses alter him, but falls
over a cliff, landing in evil
Emperor Pete's garden...

• • • • • • • • 1 1 1 1 1 • 1 1 1 • 1 1 1 • • • • • • • • • • • • • • • • • • • • • 1 1 1 1 1
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LEVEL ONE: THE GIANT BEANSTALK
Mickey has to fly It he's to get all
the special bonuses On level one.

LEVEL TWO: iu 1HE fi,
A's dark here, and things start
getting a little creepy and very
weird -  at one point the jumping-
frombranch-to-branch action
switches to an underwater bit,
set inside a massive tree.

At first glance, ignoring the L, . i a l l  bit for a minute, this
game doesn't look that different from the Sega Mega
Drive release Castle Of Illusion- both are set in very
similar looking forests and castles. In Mickey's Magical
Quest each level is divided into tour sections -  three
main ones and a boss level. There's usually a mid-level
boss to deal with, too.

LEVEL MREE. tiOING DOW?,
This bit's rather like level three in the Capcom
coin-op Ghouls 'n Ghosts. if you remember
that. as Mickey takes a lift down a vertically
scrolling canyon. The Iemperature starts going
up. but Mickey's got a new suit to protect him.

Japanese netease

Game: Mickey's Magical Quest
Publisher: Capcom
Deve lope r :  Capcom in-house
Price: Approx. E45
Release: Japan: out now/US:
December/UK: tba
Players: 1
Cart ROM: 8 Mbit

LEVEI SIX: EMPEROR 'F TE'S CASTIr'
And finally, here's Emperor Pete's castle, where
Pluto is being held. The game hasn't been that
hard up till now, but things get a little tougher
once you enter here.

LEVEL FIVE: ME ICE WORLD
Short. but with a boss that'll
have you in fits ol laughter.

LEVEL FOUR: THE FIRE MOUNTAINS
Possibly the best level of them
all. As Mickey makes his way up
into the mountains, he scales
sheer rock faces and swings
across gaping holes.



Right: Yep, afraid Mickey's come a cropper, and is looking a bit
perplexed. This beanstalk bit is on the pretty side, isn't it? (And

even better when you can see the rather lovely parallax scrolling,
though I'm afraid you're just going to have to take my word for it.)

When Mickey jumps on certain baddies they shout 'Pause'
(presumably some kind ol critter talk). (Nice try - Ed.)

Right: Dotted around the
levels are lots of these

secret rooms, packed with all sorts of useful things like money
and. er, fruit. (Bloody fruit -  don't know why you're supposed to

be so keen on collecting it in games. Give me the
readies any day.)

Mickey's Magical Quest Is packed with
neat gameplay moments to make you
smile, these being my favourites...
•Right: In order to get to the bonuses up
in the sky, Mickey first has to grab a
tomato. A quick spin, and the leaves
act like a helicopter's rotors so the
tomato rises up fast. Mickey grabs
hold of it. and it's up. up and away...

Bonus boxes are scattered around the six different
landscapes. Grab the ring that hangs beneath each
one and pull to release the contents.

* 1 . 11 - V M S

Above: Mickey Is supposed to be
riding that tomato to avoid the thorny
bits of the beanstalk. Looks like
something went slightly wrong...

Left: These old codgers
give you valuable advice
on how to get through the
game. (As if you need itl)

Watch out, you're about to be
splattered by a giant tomato! This

bit's reminiscent ol a scene in
Castle Of Illusion, although Sega

used a giant apple instead—

NEAT TRICKS AND NIFTY TACTICS

The first mid-level boss, a
Wane looking mutant bat

thing: just when you thought
you'd killed it, it hangs

upside down and has babies
which come after you.

/ r t i c lk i tb ,14 !A#11 '

Jump up and grab these blocks from the sky, then
throw them spinning at the leaf men and the blue
hunter. They'll be knocked flying!

4 4 '  •  -of , o 4 1 1 1 ,

MICKEY'S PAST

Mickey's Magical Quest may be his first outing on
the SNES, but he's appeared in loads of other
console games, the most memorable being the
excellent Castle Of illusion on the Mega Drive.
Though not the same game, !hey have a lot in
common - Magical Quest is better looking (but the
Sega games no slouch in this department either).
while Castle is more challenging. (They're both too
easy, however.) Quite possibly Disney specified
that they wanted them easy, so Mickey's younger
fans wouldn't get too frustrated, in which case
maybe we'd better let the creators oft_

TOO LOUABLE TO Kill
Some 01 the Daddies in Magical Quest are so cute
and cuddly looking it's a real shame you have to

blow them away. Here are a handful of our
favourites, just so you're prepared for their little

tricks when you meet them...

LEAF MEN
Disgustingly cute, this little
chap falls from the trees in
the forest area like a
deceptively harmless leaf. A
quick jump on his head,
however, results in the
tantrum he's having here.

GIANT BEE
He's really lethal, this guy.
Whatever you do, when you
jump on him, make sure that
you give his nasty sting a
very wide berth,

STEPHNI., -10triE httlIG
Hard to believe these are
baddies, isn't it? Luckily for
Mickey, their heads are great
to jump on - you can happily
use them as stepping stones
to get across the river.

BLUE HUNTER
This is one of the first
baddies to appear on the
beanstalk. Smart, isn't he?
Just watch out lot his stick...

BEAVER PATROL
These guys swim around in
the water on level Iwo. Like
the rest of the baddies, one
touch strips the energy from
you like there's no tomorrow.
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The first proper boss is
a bit special. Jump on
his head, and he
releases a segment of
his body that you can
pick up and chuck
hack at him! Which Is
very satisfying once
you manage it -  it's
not that easy at first.

The Dark Forest is full
of the kind of trees
that nightmares are
made of. You know,
the ones with big ugly,
scary faces that look
like they're lust
wailing until It's dark
to grab you with their
gnarled branches and
drag... (Enough! - Ed.)

MICKEY'S EMPORIUM

Mickey the
(rather splendid)
magician can fire
magic bolts and,
as mentioned,
swim underwater
without
drowning,

Probably the best
feature in the whole
game is this little
curtain that Mickey
draws across while
changing outfits. Oh
sorry. did I forget to
mention that he has
three different guises?
(See below.)

More original
gamep lay
features with
this fireman's
outfit -  a water
hose pushes
obstacles out of
the way.

My favourite -
Mickey the
climber,
complete with
grappling hook
and feathered
cap and
fabulous
oameolav. too. I
love this shot of
him swinging
from a floating
block. Note the
rather wonderful
nest in the
background.

another bit
quite like Castle of
Illusion. Well, to be fair
It's not that similar.
Mickey must lump from
leaf to leaf as they
flutter to the ground.

With his magician's
outfit on, Mickey can
swim in the sap of this
tree (avoiding those
crab-like insect
things). A bubble
appears around his
head containing his
personal air supply.

Far left: A giant rotating spider
traps Mickey with Its web at the
end of level two, Like most bosses,
this one can be disposed of guile
easily, once you've learnt his
attack patterns.

Above left: This lilt takes Mickey
down into the fiery abyss that is
level three. As If that wasn't
enough, Mickey's fire-fighting
abilities are pushed to the limit.

Left: Those yellow blocks reveal a
secret room with et... apples and
things Inside_ (Or was it coins?)
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Hurray, it's level four, and
it's absolutely tab. Goofy
appears at this point and
presents Mickey with
some handy climbing
gear, which includes a
grappling hook and a
rather natty feathered
Alpine cap.

Fans of Bionic Commando
(and Amiga Hatman)-style
gameplay will adore level
tour's swinging-around•
and-generally-climbing-
about action. After the
lust three sub-stages,
Mickey comes face-to-
face with a very large
hungry bird.

Probably the briefest of
the lot, level five is a
slippery slidy ride through
the snow. Mickey slides
along on what look like a
Fox's Glacier mint! the
best thing about this level
is the wonderful boss at
the end - a cuddly
rotating walrus-type
critter that really takes
some beating.

Here we are at the castle
on level six: Mickey the
fireman pushes a block
with his water jet so he
can use it to jump up onto
the next level -  just one
example of the versatile
gameplay tricks just
wailing to be discovered.

Mickey's trying out his
magic, before attempting

to rescue Pluto from
the diddles

of evil
Emperor

Pete.

I was so
excited
when this
game
came into
this office,
I forgot to

order my double-sized bacon
sande breakfast - something I
normally take very seriously.
Indeed, this is so good I played
it right through hunch-time too
-  when you're having this much
fun with a game, little things
like eating hardly seem to
matter. Make no mistake, this is
a gorgeous game, and one I
Insisted on showing off to
everybody at the slightest
opportunity. (I'll vouch for that.
I  can 't tell you how imitating
Jason was while reviewing this
- he was forever dragging us
over to look at the damn thing
with words like "Wow! look at
that sprite there, the one with
Its feet in the air. Great, eh?"
One thing's for sure - this is the
last cute game he gets to
review... - Ed.)

You see. I couldn't help it.
This game looks so nice you
lust want to share it with
everybody. After all, if you can
take the people we've spoken
to as any guide, Capcom is
nearly everyone's favourite
games company -  to the extent
that a major release from them
is almost bound to do well. And
they deserve to if they can
keep up the standards like this.
While we can't guarantee that
Mickey's Magical Quest will
keep you occupied for as long
as Street Fighter II, say, you'll
get as much fun out of it while
it lasts. This is an exceptionally
well crafted game.

The nice thing is that looks
aren't all Mickey's Magical
Quest has going for it. It scores
highly in gameplay too, and is
far more original than I'd
expected. The basic Mickey can
tarn tomatoes into helicopters.
and throw and pull things, but
the various outfits he acquires
on his travels give the game the
kind of depth usually only
associated with Mario.

But it's the beauty of it all
that puts this game in the super
league - it couples
some of the most
radiant and colourful
graphics yet seen on
the SNES with some
of the greatest sprite
designs on any
system. Sonically it's
all a bit dreamy too.
While there isn't
quite the range of
catchy themes as to
be found in Castle Of
Illusion, what's here
is extremely
impressive and

t1.4)k. Aitat.41
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enjoyable. Perhaps I should just
say that the music does justice
to the original Disney cartoons.

Of course, you know what's
coming now, don't you. That's
right - the dreaded 'hut,' What
lets Mickey down is something
that's becoming a real worry
with new games - it's just too
easy. Mega Drive games are
plagued by this problem, of
course, but it's starting to look
like the disease is spreading
over into our neck of the woods,
too. Great graphics are all very
well - and like I said, these are
glorious - but you also need
consistently challenging
gameplay. This stuffs fun, and
inventive, and varied - but
you'll romp through it.

So how easy is this? Well, I
completed Mickey's Magical
Gullet in a matter of hours on
the Normal setting, not the
Easy one. Sure. it's not without
its tricky bits, but no game's so
difficult that infinite continues
(which is what you get here)
can't get you through it  Time
was when we used to find
ourselves complaining that not
enough continues and restart
points were put into games, but
now everything seems to have
swung the other way. In its
defence. Mickey has almost
certainly been aimed at a
slightly younger audience than
most games, but even so...

Is it worth buying, then?. In
this case that's a tricky one to
answer. The best guide I can
give is this: If you're the
emotional equivalent of a brick
wall when it comes to cute
games (le you're too macho to
enjoy them, which is your loss),
then my advice is to give it a
miss - you wouldn't appreciate
it. II, however, you appreciate
the finer things in life, and
(perhaps more importantly,
you've got enough money to
throw around that you don't
need to get two months of
gameplay out of every game),
then this i3 a must, It is, quite
simply, another classic from
Capcom, which is exactly what
we've come to expect.

•  Jason Brookes

SUUP GOMEP" fly
9 5 %

1.111111nrIg
9 1 '70

897
Gorgeous graphics, lovely

tes, bags of character - and far
easy. But I still love it to bits.

Once again, pure quality front
Capcom, make no mistake a

r r l
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Dive for cover! It's yet another beat-'em-up on the
Super Nintendo! Stay down! It's yet another average

game with a token 'super' tagged onto the front! Oh...
go on then, have a peep, it's not completely awful, it

is Double Dragon after all. (Soy you're saying it's
absolutely terrible then -  Ed?)

Billy and Jimmy Lee are
renegade martial arts experts -

make no mistake about it.
However. nothing will hinder

their progress more than
having Matt controlling one of
them -  it's a veritable suicide
mission and he'll use up all of
the game's five credits while

you're still on your first energy
bar. Unless you're playing with

a pro, you'll get further into
the seven stages on your own.

LETHAL WEAPONS

A Konbo stick to whack people.

Get them over a barrel.

An exploding fire bomb for Billy.

Nunchakus arespolt like this.

Wacky caption time -  i  knife.

Jimmy prefers a boomerang.

Level two includes this scroll-along-an-airport-runway section. It's probably the
only decent one graphically, but i ts  a shame you can't get on the plane and duff
up the stewards - r missed opportunity if ever saw one.

Super Double Dragon has one or two
nice touches. Wack this punchball and
kill those baddies. )And yourself, too.)

( ONE TO AVOID
Technos released a very
similar looking beatem-up
in Japan. before Super
Double Dragon appeared,
called Kunoo ken: hio,1
Tough Gott Unlortunately
this contains a fair bit of
Japanese text which
confuses things. Don't be
tempted to buy this
obscurity -  it has its
moments, but is a waste of
money all the same.

Japanese/APS Release

Game: Super Double Dragon
Publisher: Technos
Developer: In-house
Price: Approx. E45
Release: Available now
Players.  1 or  2 players
Cart ROM: 8 Mbit

•

Billy and Jinany take on The Black Shadow boys.

Taking the scenic route -  unfortunately
you Can't actually push baddies oil the
edge of this glassless lilt.

l i e a r t a

Kunio Ken: No.1 Tough Guy- simi lac
looking beat-'em-up. also by Technos.
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MIAs grabbing one person
Jimmy kicks another.

The hold•the•hair-and-knee-
in-the-face move.

•Do you have to do that, you're spoiling my hair':
Jimmy gets all uptight jest before his demise.

ATTACK MODE

Level six is set in a forest with obstacles like this
bridge to cope with - watch out for loose floor slats.

The trap-the-arm-and-kick-
the-face move.

The grab-the-hair-and-

alb. a m m o . . .  m e i
hoc Naomi, f r _  noinst soroormirt
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On lop of the lorry in level four. I'm just waiting for the
on-top-of-the-Booing-747-at-30,000ft section.

The hap-the-arm-and-elbow-
the-face move.

Hold down the I or R button
smash-the-face-in move. f o r  a Rye-style living kick.

'Take that you swine.' In level live things get a lot
tougher. (It's no barrel of laughs...)

SEICINO OPINION
You either like beatem-ups or you don't and
it's pretty obvious that Jason isn't too keen,
so I'd like to have my say...

Despite the title sounding like a 1970's
Bruce Lee film, this is an excellent fighting
game. Not only does it have that all important
two-player mode, but there are almost 30
fighting techniques and seven deadly weapons
that can be picked up and used. Scrolling
beat.' em-ups don't tend to have a massive
variety of gameplay. but this is a valiant
attempt and deserves a higher score.

•  lel Br idgeman

GOODIBAD OR UGLY?

DOUBLE ° B A C O N.,....4
i0.1.14111,..16P6'"" "
* * * * * * *  t • •  1 ,1631.1 .0•

Peoples' first
impressions ot,
Super Double
Dragon have been
fairly uniform in
the Super Play
office: 'Oh dear,

what's this crap?' was the usual
comment, although I thought Stuart
Campbell 'Why are you playing this, it's a
pile of nob' was more succinct. In fact. I
felt like replying 'Get lost you lot i ts fabl%
but then I just enjoy an argument.

Super Double Dragon may not have
been my most eagerly awaited game
ever, but playing it brought back all those
memories of the first Double Dragon coin-
op game - it was about 10 times more fun
than most coin-op beat-'em-ups because
of the sheer variety of moves and things
to pick up and whack people with (rather
like Sega's Golden Axe). It had character
too, and no other scrolling beat-'em-up
ever tapped that elusive sensation of
kicking the crap out of somebody so
effectively (elusive for me anyway).

Super Double Dragon seems
extremely basic at first, but the huge
amount of different moves make for a
progressively enjoyable game. It's far
more fun than Final Fight for example,
even in one-player mode, but sadly it
looks a lot worse (except for some of the
enjoyable character animations).

[would have liked more variety in the
weapons and landscapes, and some use of
the Super NES hardware might have
encouraged a few of those cynics to raise
an eyebrow or two. As a two-player game
it can be quite good fun - there's such a •
good solid feel to the punching and
kicking and some nice sound effects back
up the action, especially the 'death burp'
when an enemy bites the dust!

The thing that will put most people
off is the 8-bit graphics. While Super
Double Dragon has a couple of attractive
sections, there's no denying it's a pretty
poor attempt, with more of a play-it-sale
style than anything else. There is some •
hidden charm here, but I find it hard to
justify spending this much money on such
a primitive game - it's fun and quite
tough for a while, but don't you think the
Super NES deserves better?

•  Jason Brooke

70%
SOUND
65%

CIRMEPLR't
74/0

GRMEL IFE OVERALL
6 2 %  SCORE: 6 8 7

VERDICT: Some varied and
enjoyable gameplay, but why does
It all have to look so primitive?
With more variety in the later
levels this might have been more
memorable. Fun for a while, but a
bit of a waste of money.

nooks to Shekhana Collsoles. (0811 340 8605. aed DIA Coonales•
•:0225)441253, fot tiopplving 'roam( cupicx
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ALESTE

LETHAL WEAPONS
THE BEST WEAPONS SELECTION EVER?
If there's one big criticism to make of Super Aleste it's that It's a bit top-heavy
weapons wise. On the plus side there are lots ol them, each appearing in a
number of varieties, with at least hall of them true originals -  unlike anything
seen on the Super NES before. When you first get the game you'll have fun just
mucking about with them. On the minus side, however, most players seem to
reckon the sheer number of power-ups adversely ailed t gameplay. All toe often
finishing a level depends on whether you've got a big enough gun or ivot -  in the
best designed shoot-'em-ups weapons matter, but not this much.

WEAPON 1
Multi
Yer bog
standard
multiple
bullet
jobbie,
power upable from a dribble of three
little weedy ones to a massive spread.
Keep pressing the top R button and
you can get the lot shooting
backwards, forwards etc. Not the
most powerful, but ace tor cleaning
up those hard-to-get-at baddies.

WEAPON 5
Missiles
A crap
weapon,
this -  it
fires
homing
missiles alongside a few little
bullets, clearing the screen in rather
a vague manner, but never building up
too much power. It's completely
hopeless when used against some of
the bigger villains.

1111111T1,40,,(-•.AWEAPON 2
Laser
One of the
best
weapons.
this one
shoots a
stream of three powerful lasers out of
the Iron! Of your ship. Whiz through
the top R button versions of this and
you can turn one or more of them into
an orange homing laser, which zooms
around the screen, killing baddies
before you even know they're there!

WEAPON 6
era
Not quite
sure what
'cra (the
name
which
appears on these power-ups) is meant
to signify, but these turn out to be a
constant stream of big, well, balls
which splinter into smaller bullets
when they hit things, Not brilliant, but
better than the missiles.

WEAPON 3
Circle
The other
top one,
this gives
you a set
of green
circular globes which revolve around
your ship, eventually getting so large
and numerous that nothing can get
near you. Even better, using the R-
button you can lock the balls in a
fixed position, effectively giving you
a massive battering ram.

wEAP0117
Spread
These
green
druids
follow
your ship
in a little trail, firing as you fire. A
uselul weapon -  especially neat is
the way you can lock them in a fixed
position to create a stream of
firepower in front of a baddy while
your ship hides safely in the corner.

U K  REIP IN%P
L A .

G a m e :  Super Aleste (US version
Space MegaTorce)
Publisher: Toho
D e v e l o p e r :  Toho in-house
Pr ice:  E44.99
R e l e a s e :  Available now
Players: I
C a r t  R O M :  8  Mbit

This is a landmark game: perhaps
the first shoot-'em-up to prove
conclusively that slow-down is not
an endemic Super Nintendo
problem. This is gorgeous, fast, and
features screens absolutely packed
with baddies. What more could you
possibly ask for?

A weapon select icon (somewhere hidden in this explosion) - collect this
to switch from the weapon you're currently using to a different one.

—  Baddies zoom in from every quarter of the screen -  here are some now. If
anyone ever tells you the SNES can't handle sprites lust show them this -
we've counted over 70 of them at once, and there are probably more.

A power-up -  collect this and it'll boost the power of your current weapon
(see box in the top left corner of the screen for what you've got so far.)

Here's your basic ship -  am unremarkable little silver jobbie. Not that
impressive so far, but wait until you see the range et add-on weapons -
amongst the most Impressive power-ups seen in any shoorem-up.

BUILDING UP YOUR FIREPOWER
Collect the orange or give§ egg things that float down the screen for extra
weapon strength -  with these, you can slowly build your power from zero to six,
at which point you're packing some very serious firepower. The green ones are
the best -  they beest the weapun yuu're using up if whole level Immediately,
while it takes a number of the orange ones to do the same job.

WEAPON 4
All
These are
blue
fireball
things
which you
can point -  and then hold -  in any
direction, providing a fairly powerful
multi-directional weapon. In our
experience these are quite usetul all
told, but by no means one at the best.

WEAPON 8
CGA (The
A-Type
style
weaponi
Pretty
useless
really, this. You keep your linger
pressed down to build it up, then
release a kill-anything-in-its-path
wall of death_ Great while it lasts, the
problem being you're left vulnerable
and weaponless while it builds.

JANUARY 1993
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This game certainly doesn't hide its
I t  antler a bushel. Indeed, it kicks
eft with maybe the best looking level
of The entire game -  a spectacular
Nying•thrOugh-a-series-ot-floating-sky-
stations-above-a-lush-forest thing,
featuring a fabulous assortment ol
alien cannon-fodder. Not only are
there an awful lot of sprites on screen
at any one time we !pan up counting
at 70, and I'm willing to believe that at
times there are even more), but the

game doesn't suffer from slow-down at
all. (Just try playing the pathetically
juddery Super R-Type immediately
after this -  you won't believe your
eyes!) Eventually you work through to
the end•of-level boss, a massive,
screen-wide space ship thing, who
Shoots a giant spinning disk at you,
which whizzes about the screen. A
cinch with the right weapons, though
getting the hang of avoiding the big
orange disk takes a few tries. The mean-laug end-in b o s s .

LEVEL 2: THE SPACE STATION

here - d  on a low level run over
the station, which cartwheels below

The whole backdrop to this level (a
giant space station, cartwheeling
through space) whizzes in and out
of the background periodically,
some sections being a low•evel run
over the surface, facing gun
emplacements, while others are
more your standard space ship vs
waves of aliens tare, with the
station spinning below you. It's
tricky if you've got the wrong
weapons, but a walk-through if
you've collected the right ones.

LEVEL 4: 'THE GREEN WOBBLY ONE'
With a weird swirling Mode
7 background, fit to make
your eyes go 'all tunny'
(there's an even better
version of this later onj.
level four features some
very strange baddies. For a
start there are these big
brown planets which keep
jumping out of the screen
towards you, then retreat
again. Enc•of-level boss is a
big metal sphere which
opens up to let little space
ships come Out This is. we
reckon, one of the hardest
levels of the entire game.

Lucky you've got a decent weapon at this
stage - you'll need it. These grey spaceships
leave deadly solid trails across the screen.

LEVEL 6: THE FILLER (REVISITED)

This section is pretty. sure, but it's also
almost identical to level three. If you tall to
make it through this, you do have problems...

Another short and
not very
challenging mini-
level, this one
features a rather
lovely purple
background,
assorted space
station thingies
and a small droid
to kill at the end of
the level. And that
really is all we can
say about it. Next!

LEVEL 1: CITIES IN THE SKY

LEVEL 3: THE FILLER

LEVEL 5: THE MINING CANYON

LEVEL ?:THE ASTEROID FIELD
Packed with floating lumps of
rock, this pesky level scrolls
faster and taster as you go through
it, the rocks coming at you at
impossible speeds (it calms down
after a bit though.' This is a tad
boring looking and samey most of
the way through, to be honest, but
they've saved the best bit till last
-  a brilliant Mode 7 boss, the
whole sprite warping across the
screen in a manner which can only
be described as stunning. A real
Mega Drive-owner sickener, this,
and one of the most impressive
things yet on the SNES. Excellent.

A very imp r, • ,ive MiLl ,Lrie crashed ship, not
the monster)-type boss, this warps across the
screen in a bravura piece of Mode 7 trickery.

Not a full sized level like the last
two, but a sort al in-between
filler, this doesn't (a rather
weedy space ship thing aside)
feature any major bad guys. but
does do rather well in the
brightness stakes, featuring all
sorts ol colourful, blastable
tiles. There's no end-ol-level
boss, just a small(ish) droid to
cope with. Still, moving swiftly
Onwards_

Ah, an interlude - a cup of tea, perhaps?

An even better Model
background -  this one rather
like a swirling snake, though
It appears to be representing
a million-foot drop down a
canyon -- but it's the
foreground stuff that makes
the level. We're in some sort
of futuristic mine, with giant
grinding machines both
opening up routes in the rock
you can fly through and
threatening to crush you at
the same time. Great fun,
and the end of level baddy is
a bit of a corker too 'just see
left for details),

This giant circular robot thing pulls its way
down the canyon, threatening to lasso you
with those giant metal arms. (You have to
see it to know what I'm going on about.)

T h

•



LEVEL 8: ABOVE THE PLANETS
There's anolher space station taking
up the bulk of this level, this time
hovering in front of a backdrop of
planets. The unusual thing here is that,
at Certain points, whole sections ot the
station move -  we've seen this h e l m
(most notably in Final Blaster on the PC
Engine), but that doesni stop it being
neat. A poor end-of-level baddy though

a simple hexagon with 'things'
spinning around it.

This low
quality boss
character
crops up at
the end of
level eight.
He's not too
tough to kill,
and certainly
ain't much to
look at.

We're still using the
laser as perhaps
you can see,
arguably the best
all purpose weapon
in the game (though
the big green balls
are useful too)

Another short one like levels three and
six. Mini-bosses chase you around the
screen, graphics are very similar to the
fill in levels seen before (though the
colour scheme is new), and that's
about all there is to say_

LEVEL 10: THE DESERT
The whole level -  background
graphics, with crop circles swirling
around in fields, sky stations, alien
space ship waves and the like -  is very
similar to level one, though this lime
we're actually flying over a desert, not
a lush green forest. The boss is almost
Identical, too, and no more difficult to
kill either. Why don't people pace the
difficulty a bit better, we ask?

Flick back a
page if you're
not sure -
rep, you have
seen this
before, right
at the
beginning of
the game.
(Yawn.)

Watch those
barriers! Just
when you
think you've
seen it all,
the game
throws this
weird, ultra.
fast, forced
scrolling
level at you!

The first section is a nightmare! Built
up of a series of thin channels, the
scrolling goes into hyper-drive, with
assorted twists and turns threatening
to dash you against the sides. Forget
shooting baddies - you'll be better
advised just trying to stay alive!
Luckily it slows down alter a while (if
you're still alive), then abruptly ends -
no boss or anything. At least i t s
different to the other shorty levels.

This much more organic final level
feels like you're travelling inside the
body ol some sort of animal, complete
with attacking antibodies and all sorts.
(Many of the sprites make horrible
squeaking noises as they attack you.)
Best bits are the giant end-of-game
skull-snakes that wrap their way
around the screen. A neat ending, but
honestly, by this point you'll be pretty
much bored of the game.

LEVEL 11: SPEED KILLS!

LEVEL 12: FANTASTIC VOYAGE
Well, here
we are - the
very end of
the game.
These rather
gruesome
skull-headed
worm things
are just part
of the final
boss.

60005BAD OR UGLY?

This time last month,
when we'd first got
Arceley in the office
and were going ga-ga
over that, its main
frame of reference was
Super Mesta Was

Axeiey a better game than that? A definite
'maybe' was the consensus of opinion. With
time though, AxelaYs charms have dulled.
Sure It's spectacular, but is there much game
to it? Super Aleste, however, has lasted the
test of time rather better - we've found
ourselves picking this up and playing it now
it's on official release almost as eagerly as we
did when we first saw the Japanese version.

Like all shcmit-'em-ups this has a limited
life-span. It's got loads of difficulty levels, but
on 'Normal (there's no 'Easy') Jason finished
it in a couple of hours. In the long-term, it's
main claim to fame is as a propaganda
weapon for whenever there are potential
SNES buyers around. Give them 10 minutes
oohing and aahing over the action and they'll
be down Dbcons with a fistful of termer&

Make no mistake, this is a top game,
which deserves a place in any software
collection. However, it's by no means perfect.
It does come with a couple of obvious faults_
Fault one: Because of hardware problems
already discussed at length in Super Play, the
UK version is some 17% slower than the game
you may have played on US or Jag machines.
That means it's also 17% easier - previously
tricky sprites are new easy to dodge, and
previously easy ones are a doddle. All in
this ain't going to take very long to complete.
Fault two: As with most shoot-'em-ups, the
more you play the game, the less there is to it.
You've seen all the good stuff by level five or
so, and, as it doesn't get any harder from then
on, the rest of it's a bit of a walk through.
Fault three: As already mentioned, the ultra-
powerful weapons dominate matters rather
too much. It's a pity gameplay hasn't been as
finely tuned as the graphics.

Still, there's much to enjoy. Some tab
weapons, one of the nicer in-game tunes
around, great explosionti„ inventive and
spectacular end-of-level bosses (though
they're a bit easy), lots of sprites and such a
complete absence of slow-down that Super 11-
Type players will hardly believe it's the same
machine. Arguably the SNES' best shoot-'em-
up to date - certainly the best 'traditional
little space ships' one - and a must buy.

•  Man Bielby

GRAPHICS
9  3 %

GAME I. IFE
64%

HAM EL Lovely looking and a
gorgeous sounding shoot-'em-up
which really shows everyone that
lots of sprites and no slow-down
can be done. The Only weak points
are the gamellte (it's too easy) and
an over reliance on (admittedly
excellent) weapons. This is still the
current benchmark game.

SOUND GANIEPI AY
85%86%

OVERALL
SCORE: 8 7 7 0
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SUPER NINTENDO

HUNDREDS OF RUNNER UP Id

VIM A GAME ON
1,11Gt-t-T OONI.

0839 99 44 46
Ci

WIN A SEGA
MEGA DRIVE
PLUS E 200

'ORM OF GAMES!
LL 0 8 3 9  9 9  4 4  7 5

WIN YOUR TOP TEN
FAVOURtTE

SEGA or IWAITENDO GAMESFor any System
Call Now on

0839 99 44 76
Call Charges: Calls are charged at 36p per min cheap rate and 48p per min all other times. M a k e  sure you ask your parents permission
before you call. Max imum call cost E2.40, maximum call length 5 mins, Mult ip le choice competition. F o r  further information l i s t  of
previous prize winners wnte to Awesome PO Box 1650 B1 'IAA.
Nintendo, Mario Brothers. Gameboy, Super Nintendo, Sega, Sega Megadrive are all registered trademarks of their respective companies.
We are not related to or endorsed by them.



4/)

COSMO GANG1
The Japanese are going 'retro' crazy. They're

building retro cars (with round headlights and lots
of chrome), retro radios (with big knobs and

dials)... er... and lots of other retro stuff. And now
here's a retro game! Hmm, how shall we do this..?

Area 2 -  again, the trick is
to shoot all the aliens and

try not to get killed.

Area 1, Wide
you're unlikely
to run into ton
much trouble -
test shoot all
the aliens, and
try not to gel
killed.

COSMO GANG PICK-UPS

Japanese Release

Game: Cosmo Gang
Publisher: Namco
Developer: In-house
Price: Approx. E45
Release: Out now
Players: 1 or 2
Cart ROM: 8 MbIt

•

1 . " 3 - 1 1 1 6 , 6 r )  I g h t a
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Area 3 -  fiery, eh? This time.
shoot all the aliens while

trying not to get killed.

:icea 4 • which is
ather green.
[bough not
inattractively
;o4 Shoot all
the aliens, and
do your best not
lu get killed_

Fifteen years or so ago, if you'd shot a Space
Invader and a little icon had dropped out of it, you'd
probably have run out of the arcade screaming.
These days, though, most players would be very
surprised not to see an icon fall out of something
alter they'd shot it.

Casino Gang obliges with a tine line-up of add-
ons, most ol them a little out of the ordinary. Best
at all is probably the 'Shoot Me' one. One player
picks it up. and the other then pumps bullets into
him until he explodes, scattering bullets all over the
place and killing just about everything else on the
screen. (But, or, sadly we didn't have room to show
it to you. Sorry.)

Oh, and once an icon's appeared, it bounces up
and down a few times at the bottom of the screen,
giving you a sporting chance to pick it up.

Once you've picked up one of these
vortex-type things you can place it
anywhere you like on the screen.
It'll then suck in any aliens that
happen to be in the vicinity, and
spit them MI the screen.

Like the vertex thing, once picked
up this spider's web can be fired at
will. It spreads out, slowing down
all the aliens and making them
easier to shoot. (Alt I t  also
makes them a bit l o  see.)

Extra weapons are pretty thin on
the ground. There's just the
doable-barrel gun and This more
elusive mine-launcher. II sends out
a Held of slow-moving mines which
explode when anythino hits them.

It
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There are five areas, each with five levels, plus
another area with an end-of-game guardian.
Once you've completed an area you can revisit it
at will, (This is a bit like having an infinite
supply of centinees, but slightly more flexible.)

Area 6 - a sneak
preview of the

bit where, after
shooting all the

aliens without
getting killed.

you take on Don
Cesme himself.

VP'

Level five, where you
shoot all the aliens.
without getting killed.

Ii
MORE NEW BITS

Cosmo Gang might not do terribly well in its
attempt to hide its primitive roots, but you can't
accuse it of not trying_

To our massive relief, a two-player mode has
been provided. Beth players co-operate in
taking out the Wins, irthile trying not to
squabble over The power-ups.

These bits appear at the end of each area.
They're based on a Japanese water-squirting
arcade game, and the object is to stop the
baddies reaching the money bags. Hectic stuff.

A l i
I knew I should have written this review. To be
honest. I wouldn't have given the game a much
higher mark, but I did enjoy it a lot more.
What's really shocked me, though, is how JO's
got the audacity to attack the Gaiaga coin-opt
It may be old, but it's still a classic, and a very
compulsive game. It's a shame CosIno Gang
isn't as good -  Mimeo's Galaga '88 on the PC
Engine was better b u t  the basic gameplay is
still great fun. There's life in the old dog yet.

•  Jason Brookes

Shields - there's net much you
can say about them that hasn't
bees said a hundred times
already. Basically, They shield
you from enemy fire. Only for a
limited time, mind.

It there's any fun to be had Imre
the two-player game, Its with the
use of these 'swap' Icons. They
swap over the positieu of the
two ships, hut leave any extra
weapons where they are.

Taking the number one slot in
Super Pars Top 10 Costes Gang
Pick-Ups is this jack-in-the-bet.
When you press fire lie pops out in
a cloud of confetti and scares all
the aliens rigid.

GOOD, RHO OR UGLY?
Space Invaders is
boring. If you don't
believe me, go away

have a quick
e. The question

is, why did we ever
111110r""—

•
 t h i n k  it WU any

good? What was the attraction? That's
something I think we'll have to put down to
hindsight. Or experience. Or something.

Given that Cosmo Gang is firmly and
=disputably based on Space Invaders (and
don't give me any of this Galaldans
nonsense, or start wibbling on about
obscure PC Engine games - they're all
Space Invaders rip-offs too), what steps
does it take to bridge the decades, and give
us something that'll keep your floypad in
your hand for more than two minutes?

Well, there are the graphics, obviously.
You've only got to look at the pictures on
these pages to see how great they look.
Everything whizzes around the screen at
amazing speed, with no slow-down at all,
and the backgrounds are smashing.

There's the two-player mode. But its
not much more fun than the one-player
game, being of the soppy 'co-operative'
variety. Competitive two-player games are
the only two-player games as far as Super
Play's concerned.

There are lots of pick-ups and add-on
weapons. Some of them are brilliant, like
the 'Shoot Me' thing. (It's not shown here,
but when it appears you shoot your chum
until he explodes, killing all the aliens.)

But unfortunately, though it tries its
utmost, Cosmo Gang never really rises
above Space Invaders' simple left-right-
shoot formula. I can see the appeal of the
Idea, but I was bored of it in no time at all.
It also didn't take me long to finish, with
only 30-odd levels, none of them
particularly difficult. But then, that perhaps
isn't so much of a problem with a Space
Invaders game.

Right, with that said, I've a horrible
feeling that the irredeemably over-
enthusiastic Jason is going to give you his
point of view. Don't listen! Whatever he
says, ignore him! Cosmo Gang is cute, sure.
And its nice to take a break from platform-
hopping every once in a while. But Space
Invaders (or Gahudans, or Galaga, or
whatever) is dead, and throwing bucketfuls
of pretty graphics, humour and SNES
flashiness at it isn't going to help.

•  Jonathan Davies

tIRRPRICS

81%
OVERALL
SCORE: 0  70

Smart graphics, loads and
neat touches, and plenty

of humour. It's also pretty good fun
to play - for a while. But moving
left and right while firing a lot
simply wasn't enough to sustain
my interest. Sorry.

SOUND
82%

GRN1EPLRY
70%
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Remember the original Amiga Kick Off? Despite
being very scrappy looking, it earned itself a hoard
of devoted fans, back in the heady days of 1988.

We've been waiting for a decent sequel ever since...

It's at about this stage -  when you've got lour or so players on screen -  that Kick Off stals to have problems. Have
another guy run on there and the slow down will get very noticeable indeed. Playing the game in 'normal' (le
speed) mode is a Mg no-no too, at least for us, The ball i5 all but uncontrollable, and mugs get very frustrating

indeed. Slow the game down, however, and it gets a loll more playable. Still a bit stupid, but playable.
Penalties are
great. The
keeper stands
tour teet off
his line, and
when the ball
goes in the
Soper HIES
takes three
seconds to
notice before
it makes the
crowd cheer the goal, with a brilliant sample that
hilariously cuts dead after two seconds.

0

Part of the game's admirably compre-hensive but
dreadfully confusing, options screen set up. There must
be a million better ways to organise this, you'd think.

CK OFF

After a bad
fool (which
appears to
happen
completely at
random), the
louled player
lies on the
ground for a
bit, the
physic comes
en, the playa
limps oft, a
sub comes
on, the ref
lectures the
fouler and
play starts
again, a
breathtak ing
(and, i l
seems.
uninterruptab
1035
seconds
later,

UK n e l e i n E ,

Game: Kick Off
Publishers Anco
Developers Imagineer
Price: E45
Release: Out now
Players: I  or 2
Cart ROM: 8 Mbit + BB

This is a t r icky one.
As Kick Off is such
a celebrated home
computer game,
most people in this
country have
already decided

whether they love it  (reasons: high speed,
computer control of the really tr icky stuff
a l lowing for great head-to-head action) or
hate it (reasons: high speed, lack of
control, f luky gameplay) already.
Certainly, lots of people have been wai t ing
for its first 'real' appearance on the SNES
w i th  great interest i lmagineer's less-than-
br i l l iant  Pro Soccer was actual ly a first
stab at SNES Kick Off in all but  name),

So was i f  worth the wait? Well, f irst
there are a lo t  of things wrong w i th  it. The
ball sometimes goes too fast for the
scroll ing to keep up, for instance,
disappearing off the edge of the screen. A l l

 your substitutes -  of which there are an 4Infinite number - have the number 12',
meaning there can be up to four 12s on the
pitch at once. The game tends to lock up
when more than four players are on screen
at once. The useless scanner and close-up A i
v iew of the action mean you can rarely t e l l " '
where you are in relation to the goal. The
goalkeepers themselves are too good. It 's
too fast to be controllable. And so on,
Perhaps worst of all is the painful inability
of the joypad to cope w i th  the sort of high
speed 360 t u r n s  that have always been a
major pan of Kick Off. You ' l l  definitely
need a joystick to get the best out of this.

However, when  all's said and done.
this can be fun. First you' l l  have to f ight
your way through the ridiculous option
screens to turn the speed down -  essential
i f  you want  to be able to control the thing.
Then you' l l  have to get yourself a joystick
(as I said), and last you'l l  have to find a
mate to play against. In this form you'll
Dud yourself laughing and cursing the
inadequacies of the game constantly, but
having a great laugh all the same, Just l ike
you did playing Amiga Kick Off, in fact.

•  Matt Bielby

4 8 %
GOMEL III
7 2 %

SOUND
42% 5 5 %
OVERALL
SCORE: 5 2 %

LIE RI) I CT: Ridiculously flawed,
badly programmed but
nevertheless reasonably enjoyable
(in two-player mode) soccer game.
Should be so much better though.
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Feeling of speed isn't bad, and the split-
screen two-player mode works a treat.

GOOD, BAD OR HUH
Eight months separate
Top Gents debut in
Japan and its UK
release. That might
not seem like a long
time, but in Super PIES
terms it's virtually a

generation. Is Top Gear still tops?
In its favour it's got an amazingly fast,

realistic road to drive along, and its
innovative split-screen design makes for a
really competitive two-player game. For
these reasons it's picked up fans
everywhere, and it got rave reviews when it
first appeared on import.

To a I
seeing as
thought a rea
And, sadly, the
Super Play is that
crude and simple to
especially now it's
and the forthcomi
contend with. It just
attention for as long as

It's still a good gam
little old fashioned, and
deal better.

I. But,
;

r.
at

tooa
splash,

like Mario Kart
Grand Prix to

the

but lust a
do a great

•  Jonathan Davies
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Look who got an embarrassing woolly
hat from his granny for Christmas!

H.OM E
A L ON E

UK Releme

Game: Home Alone
Publisher: THO
Price: E4 4,99
Cart R011111 4 Mbit

• • • • • • •

Left: Born!

• • • • • I l i n i n b l i N

ammode.4,0

Above: Once you've collected
up all the valuables, dump
them in the cellar for safe
keeping.

Right Top Gear was
developed for Kemal by

Gremlin, producers of great
Amiga driving games like

the Lotus series, hence the
familiar look.

H M E A  L

Gam*:  Top Gear
Publisher: Kemco
Price: E44.99
Cart  ROM: 4 Mbit

UK Release Nfil

GRAPHICS
75%
GANIEL IFE
69%

SOUND
70%

GAMEPLAV
85%

OVERALL 7 6 %SCORE:

VERDICT: A neat little game this
one, but you just have to say
'Mario Kart and it runs into the
comer, shivering. It's just not in
the same league...

, BAD OR UGLY?I I I

I went to see Home Alone by
mistake. I was bored, and I'd
seen all the other films. So
when I walked in to find the
cinema virtually empty I
assumed it must be some sort
of arty film. No problem - I
was ready for anything. It was
when a party of cub scouts
filed in and filled the seats in
front that I wondered whether
I ought to get out while there
was still time. I didn't, though.
and thus began two of the
most painful hours of my life.

The game
departs
considerably
from the film's
plot b u t  not
enough to save
It. The burglars,
who 'Kevin'
thwarted in the
Itim, have
returned to
exact their
revenge. Once
again, Kevin's
family have
gone out and

behind - smart people
he's trapped in a house

wling with bad guys.
And Ws awful The

graphics are nail, and it's
boring to play. It's also stupid.
The aim is to collect the
family's valuables to keep
them from the clutches of the
baddies, but most are bidden
in such silly ways - in mid-air,
but invisible, for example -
that the baddies wouldn't
possibly be able to ilnd them.
Most horrific of all, however,
are the giant pictures of
Culkin that keep appearing.

•  Jonathan Davies

GRAPHICS SOUND GINEPLAY
46%

&INCUR
30%

51% 40%
OVERALL
SCORE: 3 4 %

LIERDICT: If you're the kind of
person who'd go out intentionally
and buy a game called Home
Alone, well, then, you deserve
everything you get.



FACEBALL
2 0 0 0

Being chased round a maze by huge yellow
balls with smiley faces doesn't sound like
much fun at all. Nevertheless, we thought
we'd better take a look...

Top: Old Smiley Face's jest begging you to take a
pot shot at him. Above: Collect coins and add 500
points a throw to your score.

Don't let that rather splendid cityscape distract
you from that Smilold lurking in the corner.

6000 BAD OR MY?

Rewrite

Games FaceBall 2000
Publishers Bullet-Proof Software
Developers Xanth Software
Prices Approx. E45
Release: Out now
Players: 1 or 2
Cart  ROM: 4 MbIt

Faceead 2000 really comes into its own as a two-player
game. lOr it should do, anyway.) The game on which it's
based -  Midi-Maze on the Atari ST -  let up to eight people
play at once using the machine's MIDI ports, but two's yerlot on FaceBoll 2000

In the mazes of Cybeanne, players 1 and 2 can team up to
obliterate the baddies together.

t;14,0
a I

Populate the Arena with baddies (Smill,
your choice, and then see who wins.

,n a maze of

FaceBoll 2000
is a game
that ought to
be a sure-fire
winner. It
has all the

ingredients: a simple idea, guns,
simultaneous two•player action,
er,.. smiley faces. But somehow it
just doesn't add up...

First, the graphics. The 3D
maze is made up from lots of
filled polygons - something the
Super NES is crap at. So it moves
around jerkily, and in two-player
mode it's horribly slow. Player l
is the same colour as most of the

baddies player 2 keeps shooting
him by mistake. The bullets
move really jerkily, so it's hard to
see which bullets you've fired,
and which are about to kill you.

As for the gameplay, in one-
player mode it starts off easy,
and then suddenly gets
incredibly hard. And, as you've
got a good idea of what the next
levels contain, there's little
incentive to persevere. In two-
player mode, however, it just
doesn't work. In the CybezZone
you keep shooting each other by
mistake. as I said before. And in
the Arena you just zoom round,

and whoever spots the other
player first wins. It's all down to
luck. (I mean, Matt kept beating
me. for heaven's sake.)

On the Game Boy this got
pretty good reviews. It's the kind

of game that suits the little
machine down to the ground. But
on the Super Nintendo it just
Looks.., well, crap. Sony.

•  Jonathan Davies

GRAPHICS

61%
SOUND

55%
GAMEPLAV [ I [ f l ( f  FaceBall

2000 Is a bit like a
piece of bread. It'll sit
quite happily in your
'toaster' (er, SNES) for
about two minutes,
but then it'll pop out
and, um._ alt.

60%

INE LIFE OVERALL , ,d1o7
4 0 %  S C O R E :  J 1  to
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P L U S  E  L AT E S T  N E W S  O N
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 G E  B O  G A M E  G E A R  A N D  LY N X

MEGADRIVE
John Madden '93,

. L o t o e  Tu r b o  ChAt i ler i t"

1 • Road Rash 2SUPEF
Kick Oft. Rc
W i n g  C . r n r

A M I G A
cote 2. Nigel hlernseir•
World Championship

JAMES
POND 3
Amiga. SNES end 10110
Drive -  IWO pictures

idel

[ - L 1 1

Along wi th  all the new  r e v i e w s ,  previews, celebrity
challenges. giant competitions and a particularly diabolical
quiz, each issue will  sport a truly aweaome tips section
hosted by the oracle of l l  gaming knowledge, the
GamesMaster himself.

Inside the first issue
you'll find an
ENORMOUS and
thoroughly splendid
double-sided Desert
Strike poster-
calendar. Guaranteed
to make even the
grimiest bedroom,
offica/doctor's
waiting room a more
exciting and
informative place to
be, It boasts not one
but TWO excellent
pieces of chopper-
related artwork for
your edification tor
something).
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Maximum informetion with minimum fuss. Each
month. the newest games for all the major
formats will be reviewed by our merciless team.
including a host of guest reviewer,' from the
show. More grab-maps, more beginner's tips and
more facts.

Your guarantee
of value

And there's also a
100- page tips book
with codes, cheats
and hints for more
than 250 rod-hot
games! Us.  of this
handy volume will
transform even the
most inept garner into
a victorious software
gladiator! It's not
called The Winner's
Handbook for nothing:

•ClArkiviE15
• A L  Aliamanditillita

dao/'

G a m e s M a s t e r  N l a g a z i n e  i s  a n  a l l - n e w
g a m e s  g u i d e  f r o m  F u t u r e  P u b l i s h i n g .
W e ' v e  t e a m e d  u p  w i t h  t h e  p e o p l e  b e h i n d
t h e  G a m e s M a s t e r  T V  s h o w  t o  p r o d u c e
t h e  s m a r t e s t ,  l i v e l i e s t  a n d  m o s t  I n f o r m a -
t i v e  r e a d i n g  e x p e r i e n c e  e v e r !  I f  y o u  l i k e
t h e  T V  s h o w ,  y o u ' l l  l o v e  t h e  m a g ,
b e c a u s e  e a c h  i s s u e  w i l l  g i v e  y o u  a
m o n t h s  w o r t h  o f  c o n c e n t r a t e d
G a m e s M a s t e r  e x c i t e m e n t !
E v e r y  m o n t h  w e l l  b r i n g  y o u  e x c l u s i v e
i n f o  f r o m  J a p a n  a n d  A m e r i c a  a s  w e l l  a s
t h e  U K .
W e l l  b e  r e p o r t i n g  o n  b o t h  o f f i c i a l  a n d
g r e y  I m p o r t  r e l e a s e s ,  a n d  g i v i n g  a  f u l l
r e l e a s e  s c h e d u l e  f o r  t h e  w h o l e  o f  1 9 9 3 .
G a m e s M a s t e r :  s o o n  y o u ' l l  b e  a b l e  t o  h o l d
it  i n  y o u r  h a n d . _

F I R S T  I S S U E  I S  O N  S A L E
T H U R S D A Y  31413 D E C E M B E R



ITLECLASH

O. What's orange, ugly and and just asking to be blown away in a hail of laser tire?
A. Not a Datsun 26411 (well, that too), but this giant spider baddy.

As its pink armour might suggest, this
baddy is a Middle to kill, and actually
turns out to have a babe inside.

Half (at least) of Battleciasns appeal
Iles in the wacky conversations you
have with baddies. They do leave a
lot of questions begging, though.
Why would someone want to 21MOUt
his ST? How can one ST be so much
better than another? What actually is
an ST Ivan? We phoned Atari to ask,
but they were out.

IUD l i J

 11•••,i•h"
• 1 1 , b i  t

h t h e  b e s t
• o r  h e  • t ?

• t 6 •

Great balls of Mel (Or photons. anyway.)
This baddy s jumping around outside
what's left of the Houses of Parliament.

.:;
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• Ta l l i n ?
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Just bought a
Super Scope?
Wondering where
to point it next?
Well here, at last,
is the first Scope-
compatible game.
(Apart from the six
you get with it, of course. But, well...
hem hem.) Anyway, what's it like? Is
there any 'scope' for improvement?

w i t x f • • • • • • • • • • . • • • • • • • . . . . . •  •

°grew 1 1 1 1
.J

US 010110Mit•

Game: Battleclash
Publisher: Nintendo
Developer: Nintendo of
America
Price: Approx. E30
Release: Out now
Players: I
Cart ROM: 8 Baia

Baddies attack you
one at a time, and this
one is the first you'll
encounter. (A Mutant
Mutant Turtle,
perhaps?) He's
unbelievably easy to
kill — it's almost as if
he wants to die.

Ha, you can't hide
behind that shield!
(Er, actually he can,
and he does a pretty
good job at It, too.
You've got to Iry and
shoot the bits that are
sticking out.)

This handy map
appears between
levels to let you know
how you're doing.
Here we've cleared
the Earth and are
headed for the last
stage. (Good, eti?)
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GOOD, BAD OR UGLY?
I f  you've played w i th
the Super Scope at all,
you' l l  know that, so
fax, all you've been
able to do is po int  i t  at
the screen and shoot

things. So what  new ideas would they
come up wi th  for Bartleciash? I was
rather looking forward to f inding out.

Bat tleciash is a game where you
point the Super Scope at the screen and
shoot things w i th  it, Ho hum. Okay, so
the things you shoot are quite a bi t  more
Impressive than the ones in the games
that  come w i th  the Scope, and all sorts of
stuff  goes on in the background. But,
basically, you're st i l l  just shooting
things. What 's worse, you only ever get
to shoot one thing at a time. Te l t

But let's look on the br ight  side.
You've bought a Super Scope, and you
wan t  to know whether Battleclasch is
wor th  adding to your collection, We l l_

The graphics really aren't had at all.
They've got a dist inct ive Japanese look
to them (even though the game's been
programmed in America) and the
backgrounds whizz about really nicely -
though for no obvious reason.

The game also boasts a curious l ine
in humour, generally during the
conversations baddies have w i th  you
between bouts. The intent ional  jokes
aren't really very tunny at all, but  for
some reason, we  were fal l ing about
laughing nevertheless, part icular ly when
one baddy challenged us to scratch his
'big ST Ivan'. (That probably says more
about us than the game, though.)
(Perhaps you'd better shut up, -  Ed,)

Most important ly,  though,
Battleelash is quite a b i t  better than the
exist ing Super Scope games. You've got
to be quite careful about what  you shoot
and when, and it 's neat the way  you
have to keep swapping between
defensive and offensive shooting.

But, having said that, i t 's st i l l  pret ty
useless, The Super Scope is too ungainly
to swing about at speed, and shoulder
ache inevi tably sets in after a whi le, But
worst of all, i t 's frustrat ing only being
able to shoot at things. You want  to duck
and weave around them, jump over them
and kick them, If you've already got a
Super Scope, i t  might  be worth picking
up a copy of Battleclash by way of
consolation. But if you haven't, this is no
reason to change your Christmas list.

•  Jonathan Davies

SOUND
8 0 %  7 0 %

VERFILL

56%

GRMELIFE O  1 1 1 1

SCORE: 4 8 %35%
tiEROIE Qui te  a bit more exciting
than previous offerings, but not
conclusive proof that the Super
Scope is the peripheral of the '90s
(or whatever). It's just too limited,
and too repetitive. (And miles too
easy to finish.)

GRMIPIRS'

Confused by all these
'Super Scope'
references? What is it,
exactly? With the recent
release of the first
Scope-compatible game,
and the launch of the
Super Scope Super
Nintendo pack, we
thought we'd better take
a look. (Then we
realised how daft we'd
look sitting there with a
gigantic piece of plastic
on our shoulders, and so
made Jonathan Davies
do It Instead.)

You do look increchbry silty peering through the Super
Scope, it's true, (Maybe if they'd painted it black or
something...) But extra bits Of hardware for the Super
Nintendo are pretty thin on the ground. so it's always
exciting when a new one comes along

Although it looks amazingly impressive and
complicated. the Super Scope is actually very simple.
and not nearly as dangerous as it seems. It connects up
to your Super Nintendo in place of one of the toypads

Co t o  J  s y s t e m s  on other machines.

P any wires betvreen the Scope and your Super Nintendo. Insteadthere's For a start, It works b infrared, which means there aren'tere's a little receiver thingy which sits on top of your

y

telly and plugs into Port 2 on your SNES. When you press
'fire' on the Scope. an invisible infrared
beam shoots Out and tells the SNES
where on the screen you're aiming.

As well as the fire button, there's
also a pause button on the Scope. and
One marked •cursor• which is a general
purpose kind of button.

The downside to all this is that the Scope
takes six batteries - and you'll have to
remember to switch it off when you've finished.

I I

T E L L Y
S C O P E

(Gagh! - Ed.)

WHAT IT IS. HOW IT WORKS.
WHETHER OR NOT TO BUY ONE...

HOILIT$ WORKS
Tho •  nifty piece of hardware, especially when

a .

COMPATIBILITY
An American or Japanese Super Scope won't
work on a UK Super Nintendo. so don't bother
buying a cheap import one unless you've also got
an imported machine. On the other hand, import
games should work fine with a UK Scope.
However. Battleclash is only going to be E30
when it carries out over here in February. so
you're unlikely to make any cost saving by buying
the US version. (Confused? Me too.)

FIRE AT BULL'S-EYE

Each time you use the Scope you've got to calibrate
your sights. (It only takes a moment.)

arid lets you 'shoot things on the screen, (Well, not
actually shoot them. Of course - that would break your
television. But the effect's the same.).

Interested? Wee, you can either buy the Super
Scope separately, or pick it up along with a SNES in one
ot Nintendo's special packs. Either way, the Scope
comes with a cart containing six games (which we've
tested overleaf) and a special receiver unit that acts as a
go-between for the Scope and your SNES.

The Super
Scoee
louati. eh?

E661 
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T h e  G a m e s
THE ONES THAT COME FREE WITH THE SUPER SCOPE, THAT IS

MOLE PIITROL

1 ENGAGE

This is a version of the
classic puzzle game
Terns. with two
•differences a) it's played
sideways. and b) instead
of moving blocks into
place you, er. shoot bits
oft them till they fit. It's a
bit silly, to be
quite honest.
and very
boring indeed.

21%

If you really twisted my
arm, I'd probably have to
admit that Mole Parrots a
bit of all right. Its
extremely simple — you
just shoot the blue moles
as they pop out of their
holes, and leave the pink
ones alone. ll's
actually quite
good tun, and
dead cute.

49%

Here you're chasing enemy
aircraft around, trying to
shoot them down while
avoiding their missiles. It's
a bit like the coin -op
Afterburner. only even
worse, and the ground
doesn't spin round. Again:
Nicely done, but
good for about
one-and-a-halt
minutes.

35%

Oh crumbs This is just
the same as Engage, only
this time the aircraft
become robots and
they're coming towards
YOU. It's been neatly
programmed, and is
probably stretching the
Super Scope to
its limits, but
is still really
very boring.

IA I  H  l i i i  I C i J I , I _

•
•

C10611

IS IT WORTH IT?

This time coloured blocks
fall down the screen. and
some change colour it you
shoot them. If you make a
line of three blocks of the
same colour, all three
disappear Slightly better
than Effastris A. but there's
not much in it.
Only a couple
of minutes'
fun here.

Missiles fly across the
screen, and you've got to
shoot them. The catch is
that you have to allow a
bit of time for your shots
to reach them, which
means aiming slightly in
front. It's professionally
done, but good
for about one-
and -a-half
minutes tops.

UPPERS
The Scope actually does what it sets out to do extremely well. Its well
made, surprisingly accurate and pretty high-tech too — it's a real plus
not having bits of wire dangling all over the place.

As for the six games that come with it, well, coming direct from
Nintendo they're extremely well programmed. And the actual
'shooting' side of things is done so well it does actually feel like you're
shooting things, rather than sending electronic signals to your SNES.

DOWNERS
The design of the Scope does have its disadvantages. For a start the
sights are possibly too accurate — you tend to hit what you're aiming
for every time. Plus it's too bulky to swing around quickly. and the
weird position you hold it in makes your shoulder hurt.

The games are the real problem. though, because the 'seope' of
the Scope is so limited — all you do is point it at the screen and shoot.
To their credit. they do their best to take full advantage of the system.
But shooting coloured blocks is much the same as shooting moles.
missiles or planes. and it gets boring in no time at all.

As for alternative games. there's 13aftleclasn (which doesn't get a
UK release till February), but nothing else on the immediate horizon.

THE VERDICT
Judging by the software currently available for it, the Super Scope simply isal
worth the money — either on its own, or as part of a Super Nintendo pack. And.
to be quite honest, it's very difficult to imagine a game that actually would be
ally good on It. Until somebody writes one, save your pennies.

N.

UARY 1993
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M Y S T I C  Q U E S T
If you said 'RPG' to an Amiga or PC owner, they'd be
gone within the blink of an eye. The prospect of
screens full of orcs, elves and action points is a
frightening one. But, thanks to games like Zelda, Ys
and Lagoon, RPGing on the SNES is something the whole
family can enjoy. Just check out this game, for instance...

THE CAST

1

You'll meet all sorts of different
characters during your quest. Some
are friendly, while others might
take a bit of persuading, One thing's
for sure, though they  all have big
eyes. Here are a few of them...

Here's, well, whatever
you decide to call him,
He's your character,
anyway, and he comes

equipped with a sword and not muc,
else. By the end of the game he
ought to be a great warrior, with a
babe hanging off each arm.

This mysterious old mar
appears at various
points throighout the
game, and fills you in on

the plot (which is something to do
with saving the world from an evil
someone or other, and some stuff
about crystals).

,

Kaell is the first person
to join your team.
Though pretty, she soon
gets nobbled by a

rninotaur and needs rescuing.
Typical, eh?)In her favour, she
ides give you an axe which is great
ur chopping down trees.

To save Kaeli you'll
want an elixir, which
you'll need to get off
Tristam. Before he'll

give it to you, though, he wants you
to help him kill lots of baddies -  a
great opportunity for building up
your Experience points.

Once you've rescued
Kaeli, Phoebe is the
next chick in line. You
meet her in the icy

wastes of Aquaria, and she usefully
turns out to have same pretty nitty
spells up her sleeve, as well as a
handy clawed glove.

,  • •  • •  •  04
,14 • I  •  •
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The really
old bloke
on this
island
hasn't got

anything much to say -  he just
grumbles about how five minutes
ago he was really young.

Here's our hero,
malting one of

his many
appearances on

this page.

Go into
this house
and you'll
run into
Kaeli,
whose

help you'll need later on. She's a little
reluctant to help you at all, but a
quick flash of your withered branch
should change her mind.

Well well well...

Quite what this ladder is
for isn't clear, as stepping
into the water just gets
your feet wet.

us Release Al
Game: Final Fantasy: Mystic Quest
Publishers Squaresoft
Developer: Squaresoft in-house
Price: Approx. E30
Release: Out now
Players: I
Cart  ROM: 4 W i t

sr Mystic MeV sees you trying Is tree the
w. ,  the graSp of Setae drearltul baddy as otter
Each area of the land bee been affected to a dMerent

- this village has been horribly frozen.

Thc population of the ItilidgE
have been prematurely aged by
the mysterious blight that's
afflicting the whole land.

Hop across
these logs to
get into the old
man's back
garden.

You know
that chap
you
helped
back in

the forest? (Well, you did.
anyway.l Here he is again, and
he's got something to give you.

One of the many locations in
Mystic Quest. (Er, okay, it's the
first one. You want to make
something of it?)



Final Fantasy
V. the next
game in the
series (orftec
Final
Fantasy:
Mystic Quest)
to be

i ' leased.

Okay. this bit's incredibly complicated, and has
taken hours of research. So a) listen up, and b) be
jolly grateful. (Beep breath.)

Final Fantasy: Mystic Quest is one of series of
Final Fantasy games that consists of Final Fantasy
and Final Fantasy lion the Game Boy, Final Fantasy

on the NES, Final Fantasy n o  the SPIES - which is
called Final Fantasy IV in Japan for some reason -
and Final Fantasy V. which is also on the SNES. (Or,
at least, it will be when it's released, though much
excitement surrounds it in Japan already -  where
the series is hugely popular -  as its the first 16
Mbit Final Fantasy game! You might be better off
waiting for Final Fantasy (11, though, which is the
US version.) This one - Final Fantasy: Mystic Quest
- doesn't actually fit into the series as such, being
more of a Final Fantasy spin-off,
aimed at introducing younger
players to the delights of role-

playing games through its simplified t •  . 1 5
plot and less challenging puzzles.

(Wheeze.)

T E M
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If a game's described
as 'aimed at the
younger player', you
can usually bet that
not only will it be
complete rubbish, but
you'll have it finished

within minutes - even if you're barely Out
of nappies. This is set to change with Final
Fantasy - Mystic Quest. At last our long-
suffering Younger Players can enjoy a game
that's been specially designed for them,
rather than having to make do with an
Older Player's band-me-downs.

The chronologically challenged ( Who?
Ed) aren't the only ones who'll benefit from
Mystic Quesrs simplified approach. either.
The vast majority of the population find
fantasy role-playing games rather daunting
-  me included. But no-one could possibly be

of Final Fantasy: Mystic Quest. It
you gently into the swing of things,

gets even remotely complicated
It's neat the way the intro

nds into the start of the game.
Given that the game lives up to its

accessibility promise, then, how does it fare
In the fun stakes? Welt the graphics aren't
exactly fantastic. The colours are a bit drab.
and the sprites rather small. (There are
plenty of nice bits, though, and some of the

look great) The music is brilliant,
er, which helps.
best of all, Mystic Quest is really
play. It's got a great line in humour -
used look your character gives you

thing weird happens, for
d I loved the bit where you

really important crystal, but your
wanders off and starts playing
copic arm or something. (Sorry,

those 'had to be there' occasions.)
aspect of Mystic Quest that

y be excused is its size. Four
lutely nothing in RPG

an hour's playing I
way through the

fifth of the way
Younger Player

half-way through
g on. That's not...

lag - Ed.)But then, at
MO from most importers),

brining?
tarry: Mystic Quest doesn't

re up to the standards set by
and the forthcoming Dragon's

V. but it's a really smart little game,
I enjoyed playing it immensely. It's also

a great introduction to fantasy role-playing
just as its makers intended.

Jonathan Davies

riaates Rea. eriva'.
teal git to kill.. o t
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BATTLE STATIONS
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While Zelda treats battles as simple sword fights,
Mystic Quest complicates things a little more.
When you encounter a gang of monsters, the
action flips to this screen, which shows you
facing the monsters. Each of you has a certain
lumber of points, which are reduced each time
you're hit. You can attack monsters with either
weapons or spells, and your attacks will be all the
more successful If you've accumulated lots of
Experience points.

But what happens when you're completely
outnumbered? Luckily, as you progress through
the game you'll be able to team up with other
characters, who'll fight alongside you. lOnly one
al a time, mind.) These characters will hopefully
know some decent spells (life spells are
particularly useful if you get killed), and will also
absorb some of the flak from the bad guys,

GOOD, BAD OR UGLY?

88%
MENU
SCORE: 7 9 %

lii RIM Funny,  hugely enjoyable
and a great introduction to the
genre. Just don't expect it to last
you for very long.

GOMEL IFE
6 2 %

"10
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DRAGON (NES
INSIDE JAPAN'S FAVOURITE GAME

Remember the queues for Street
Fighter II when it was first
released in Japan? They're as
nothing next to the ones Tokyo
saw for Dragon Quest V when it
appeared back in September.
This is the most popular game
series of them all in Japan, and
Dragon Quest V (the first on
Super Famicom) is the most
popular episode of the lot. But
why then, if it's so good, have so
few people outside that country
even heard
of it?

I C a  almost
impossible
for games

players in this
country to
realise just how
popular the
Dragon Quest
series has
become In
Japan. imagine
the amount of
excitement and
media coverage
we've had for
Street Fighter!!
over here. say, then double il, and you'll
atilt he nowhere near. After all,
Japanese game shops were seeing
queues of up to 12,000 waiting patiently
outside their door to buy the game on its
first day of release, it'll be a long time
before any single game earns itself that
sort of reaction in the UK...

Dimon Mad,
a tr iendig
monstei

litayan Quest: the
I umplete set of 8-
hit %IFS cartr idges.

BUT WHY DRAGON QUEST?
That's a difficult one to answer. Certainly, i ts  natal
to see the appeal from an outsider's point of view.
The Dragon Quest series are fairly involved fantasy
role playing games. Laden with Japanese text - not
unlike a hundred that get launched in Japan every
year. Only those fluent in Japanese could hope to
understand the reams of options arid text boxes
appearing on screen whenever you come across a
problem, someone to talk to, or try to do anything

:complicated -  as you van see front the screeit
grabs, we got stuck very early on in the game!

So, the original Japanese &crew Quesrs were never
likely to do well outside their
native country, that's obvious.
There must be more to it than
that, though - surely translating
the games into English can't be
that hard?

Well, no, it's not. The
technical details aren't tricky at
all -  indeed, the first four games,
only ever available on NES. were
translated, and sold In America
under the Dragon Munro label.

...but he doesn't stay there for long.
He doesn't get a chance - he's too
damn popular. You see. the Dragon
Oriatt characters, with the blue blob
Slime leading the way, currently
appear on lust about every
merchandisable piece of kit you
can imagine - sluff which normally
sells out immediately. We've

seen mugs, pencils, collectors cards etc - this thing you see here
is a CD ol Dragon Quest music. Alter Slime, perhaps the most
commonly merchandised character is Dragon Kid, the tiger-like
thing on this months cover.

LOdtion ques t  Music LB.

COMING TO AMERICA

SLIME GOES
TO TOWN...

The thing is, something was obviously
lost along the way. Indeed, the series is

nowhere near as popular in the US as it is
in Japan, where the admittedly lousy NES
graphics (Dragon Warrior IV 'looks and
sounds Like lizard stew' said one popular

American games mag recently) have
turned a healthy proportion off the

series. The far less appealing American
him artwork may have clone its share to
marginalise the games there too.

Which brings us to an interesting
point. You see, graphics are rather

By Matt Bielby and Tal Ono

Fr:7;7;MAkm- w•e
•

.111,-.2..rastPtrt
rtarata

Ab r.

Typically
confusing in
game screen.
I t  looks l ike
Zelda, but
wi th  Imuchl

more wr i t ing .

More important to the series than a quick glance at
the screenshots would indicate. In many ways what
really matters is not what you see on-screen, but
the character designs, which are clime by Akira
Toriyama, one of the most popular Japanese comic
artists. Akira's the guy behind Dragon Ball, the
inatiya series which has since spawned a TV sedes
arid Super Famicom game. He developed the
Dragon Quest character designs and series artwork
from the start, creating a whole host of instantly
recognisable characters. The blob-like Slime, for
instance, is a big star in Japan.

Cute, appealing and unusual characters aside.
the other main reason for the Dragon Quest success
Is simply that the Japanese like 'that sort of thing.'
The games are big. can seem fairly slow moving.
are packed with fairly repetitive battle scenes, and
Jammed full of text -Just the sort of thing they love.
They're a patient iwople, you see - as these games
show, much
more patient
than we are.

Papas, tour
fa ther  in the
game,
complete with
our young

hero Inn

T



I

In°

cent
what
ut
a
omic

Ties

work
ly

ide,
:cess
rig:
B,
and
love.
ines

oith

PLAYING DRAGON
QUEST U:
HOW THE GAME
RETURIAN WORKS

The Dragon Quest games are long elaborate
quests. featuring all sort of sub quests you've got
to undertake along the way, lots of people to
meet and get information off, lots of monsters to
tight (you can collect gold from dead ones),
assorted characters you've got to recruit to your
party and, somewhere at the end of all this, a big
bad guy to defeat before he invades the land with
lots more monsters (or something), As you make
your way through any of the games, you'll keep
coming across towns at which
different filings can be done. At
Item shops you can buy or sell
stuff like holy water, while
,avapons shops flog more
offensive stuff, At inns you can

• j stay the night to replenish both
Hit and Magic Points, while
churches will heal poisoned
people or even reincarnate dead

t i  'ones - at a price!
In the Dmgcm Quest games D r a g o n  avec t

there are eight different types cif l e p e r :  The
character you can choose g a m e  I above'

11.1' between to build up your team_ d u d  our
,The different games allow you to heroes  'right).
lead parties of various sizes.
though usually only four are allowed in the
fights. Here's how they stack up;

Warrior
That's what you play - an all round fighter with
Knight-type strength, but also a special set of

IF attack magics only warriors can use

Knight
Can be equipped with heavy weapons. and have
the highest Hit Points. Can't use magic though.

Magician
Strong at offensive magic, but lousy in the Hit
Point stakes, Can't carry many weapons either.

Clerics
Expert at defensive magic, and essential for
replenishing Hit Points of other team members,

Philosopher
You'd think he'd be useless - not Winstead
these guys are good at both types of magic, and
pretty strong physically too.

Martial Artist
Born to fight, just like the Knights. but they can't
be equipped with many weapons,

Businessman
Yes, really. These guys can give you info on
items and weapons you don't understand, as well
as help out when buying and sdliiig things.

Clowns
Very high in Luck, they rarely get hit during even
the fiercest fights. However, they're of limited
use otherwise.

The big difference between Dragon Quest V and
the previous games is that this is the first to
allow you to recruit monsters to your side, not
just boring old people. There are over 200
different types of monster in the game, but 40 of
them have the potential for good - they can be
won over to your side. You can equip them with
weapons. arid build up their power to help out
battle - not only are they often really powerful,
the monsters are all so different that this game is
much more variety packed than earlier ones.

That said, the monsters still fit into the same
categories as human characters have done

throughout the game
series.This pink

e l e p h a n t
th ing  is
y e t
one thee
man stem
from the

g eine-

- -  Y o u  get your warriors, you - -
knights and your businessmen. For instance,
Slime is a cleric character, while Dragon Kid (the
tiger-like creature) is a Knight.

The other big improvement recently added
to Dragon Quest (it first appeared in the NES-only
/V, and has been carried over to DO") is Artificial
intelligence. In early versions of Drakm Quest
you directly controlled all the characters in your
party, but now you only handle the hero. The
computer Al does the rest, In a fight your
companions will decide which moves to use
themselves - and they're meant to learn by their
mistakes, improving in intelligence as the game
goes on. (From people we've talked to, it's
dubious whether you actually notice this as you
play the game, but it's the thought that counts.)

DQV will be released as Dragon Warrior V in
America soon, Look out for our review.

Japanese Release

Game: Dragon Quest V
Publisher: Ems
Developers Chun Soft
Character Designer:  Akira
Tonyama
Price: Approx. E50
Released: 27 September 1992
Players: 1
Car t  ROM:  12 Mbit + BB

•
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O R D E R S  N O R M A L L Y  r r
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'Pro Illeke Replay II •  moo Mime
01 Barchvare. this Wes k a l i  *Dm%

wilM OMB*

doom!.
Utavicksg;,Acyx"

41111

OLElectrmice

•  Act ion  Replay  is a  powerful  car t r idge
featuring i ts own on•board LSI chip
specially designed to  a l low the user  to
effect ively "re-program" the i r  cartr idges
so they  can play their  favourite games
to destruction!

With i ts  unique built-in "GAME
TRAINER", you can actual ly  find and
create  your own cheats  for Inf inite
Lives, Power,  Energy,  Levels,  e tc .  e tc .

•  N o w  you can play your games to
levels that  you did not know even
existed. This  is the  cartr idge the
experts use t h e  average chea t
takes  only minutes.

• i r  I t y  1E:1 Aft, -r e t _

A m o m m a n a l  Admiloms
ONLY T H E  U L T I M A T ErsP! GAME OUSTING

C A R T R I E O G E
F O R  T H E*  SUPER NESTM

N O W  A V A I L A B L E  F O R  T H E  O N L Y

L J A L L I I  S O Y M I Z i L g t

4. F A N C Y  YOURSELF AS A GAME HACKER?YES WITH THE ACTION REPLAY CARTRIDGE YOU CAN NOW PLAY
YOUR FAVOUNTE M U  TO DISTRUCTIONI

Just  imag ine ,  in f in i te  l i ves ,  u n l i m i t e d  energy,  u n l i m i t e d
p o w e r  or  e x t r a  fue l / ammo.  B e c o m e  inv inc ib le  w i t h  t h e

A c t i o n  R e p l a y  Car t r idge  fo r  your  SUPER N E S  ru
or G A M E B O V  " 'Console

•  S U P E R  NES version of Act ion Replay also
al lows you to use Amer ican  and Japanese
cartr idges on your UK console t h a t ' s
dozens of t i t les avai lable  NOW!

•  W i t h  its advanced ASIC hardware  design,
the Act ion Replay  cartr idge can  react  to  n e w
games as they appear.  No  need for future
updates, no need for code books t h i s  is
the only cartr idge you wi l l  ever  need.

•  N o  user  knowledge is required at  a l l .  if
you can play the game you a l ready know
how to use Act ion Replay.  Al l  input is via
the joystick/pad - i t  couldn't  be simpler!

N I N T E N D O ' ,  G A M E B O Y  I  S U P E R  NES
ARE TRADEMARKS OF N I N T E N D O  OF AMERICA INC.

C H E O L I E S I P O S T A L  O R D E R S  M A D E  P A Y A B L E  T O

NOW YOU CAN PLAY AMERICAN
& JAPANESE CARTRIDGES

ON YOUR UK COMSOLE.
b  W i t h  t h i s  u n i v e r s a l  g a m e s  a d a p t o r  y o u  c a n  n o w  c h o o s e
f r o m  t h e  h u g e  r a n g e  o f  a v a i l a b l e  U S  S. J a p a n e s e  s o f t w a r e
for  y o u r  U K  S U P E R  N E S  C o n s o l e .

•  Ve r y  simple to use. •  A l lows  UK carts to work on US & JAP Consoles.

D AT M -  E L E C T I t c  M O S
G O VA N  R O A D .  F E N TO N  INDUSTRIAL E S TAT E ,  FENTON,
STOKE-ON-TRENT,  ST4  2RS.  ENGLAND.  FA X  0782 744292

T E C H N I C A L C U S T O M E R  SERVICE 0782  744324

IM P O R T A N T
ACTION REPtAir IS NOT DESIGNED,
NANUFACTUAID. DISTRIBUTED OR

ENDORSED BY
N I N T E N D O  OF A M E R I C A I N C .

_! I l issioltLi -  A T  0 U R  L O N D O N  S H O P  2 2 2 ,  To T T E N H A M  R D ,  N ,  W I .  TEL:071 5 8 0  5460
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Possibly the first video game dolt:low
rgir

the best games
available on SPIES,

any other system. And,
of course, it's one of

the ost p War, tie.
T e only roblem is

the damn
thin!— it's ssive. Or

at least, t at u 0 to
'be the ruble

ecause Super Mario -
World is such a huge
game, it's taken us

few pages to
it all! Get ready to

e on all seven worlds
or mission to rescue

ncess Toadstool...

Id 1: oshi 's  Island
ting this island is pretty obvious
Everything is exactly as it seems
areal even any hulden worlds to

IMO fanlike in later sections of the
godel. However, here's some stuff you

may have missed:
you ten Hy to a 341p

invited in the sky.
•  lin island 2, hit all eight koopas wiM
the red shell and you'll gain an extra
We', you can build your !tees up by
Start/Selecting repeatedly. Island 2 is
actually quite a good level to keep
pinging through continually - here you

collect lots of Yoshis and lives
still early on In the E a t  a
load of rod apples far extra

Move: The Yellow Switch Pains.
• Yoshi's island.

By Rich & l e y

---Wor14-2:11"
The ilyst, and most obvious, secret area
of this game is at the o f  Donut

life, eat the green on 0l i r  more time.

O And the Yellow Switch Palace practicatly slaps you in the

GG A i -  1t Y ' S  C T IE  - - -  -

0  Walt mill logy's side of the hill ispointing downwards, then jump into
the air and onto his head to knock him
into the lava. By the way. did you know
that ion the UK and American version)
Its possible to replay castles and
fortresses by standing over them and
simultaneously pressing the I. and I  i
buttons on top of the controller? I
Extremely handy, this.

--taking screensh
tally I •  or.

reacint either with fhe aid of
the cape or by activating the Green

Switch. if you still still haven't worked

PM •
S l k o ,  1 4  W1 0  1 5 4  •  • S • S

Yoshi island's bons is logy - get rid of
him by pushing him into the lava.

63

DEFEATED DOWSER? OK. but have you found:
a) The Top Secret Area via the hidden exit in
Donut Ghost House? b) Donut Secret 2? c) All
live entrances to Star Road (via Donut Secret
House, Vanilla Secret 1.. Valley of Bowser A.
the Forest Fortress and Soda Lake)? d) Soda
Lake? d) Goal 2 from Forest of Illusion I t o
Forest Ghost House AND the second goal from
Forest Ghost House leading back to Forest of
Illusion 17 6) Goal 2 from Forest of Illusion 4?
el The Chocolate Secret Area? f) The lock and
key in Valley Ghost House? g) The JO goals in1
the live Star Worlds..? (Etc...)

:ijT /

flt
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a f f

Watch out! Morton cal rotate and walk-
up walls and across ceilings.

out the whereabouts of the Green

1 0 0 ,

Switch, I s  above the group
of lour Rotating Blocks at the

, end el Plains 2 (you'll seed to
t o w  a Koopa shell, or fly up and hit I

_ A L M  of these blocks). 1
Donut Secret 1 also ha i two bouts,

one leading to Donut Ghost House, and
the second to Donut Secret House - use i
the Switch Block on the row of INOW4 -
blocks to obtain the key. To reach the
sneaky second goal to Star World 1 Item,
Denut Secret House, hit the rotating
Mack directly above the eating yellow

Mot Mort Ws loot
Vanilla Dome

• On to

door and climb. And to reveal the Top
Secret Area, take the cape to Donut
Ghost House and fly straight up the left
side of the screen.

1
MORTON'S CASTLE
When you lied a row of five Rotating
Blocks, Mt the fourth one along to
create a vile leading to an invisible
extra-life block. To kill Morton, pimp on
dm his head whilst he's on the ground

- lure him down from the ceiling by
running in the opposite directheil ' I I
only take three hits to die.

World :  The anille
Dome

VANILLA EIOME'l
A i YOUcantielleetthermwer-upsby

Oh 1 1 "  breaking through the Rotating
Iii B l o c k s  as Super Mario, but to pass
2  t h e m ,  let go of a shell below the grid

follow it as it knocks out the

Hit the yellow blocks and they'll rotate
to lot you thre gh.

a 1-1 -.7:, % .mow niammi-alommomi0 ••  •A •  •
nallellINIIIIIIIIIMIBIO1111111111111

111 I I I
III l  I  _

1 : to •
' -  - - - -
innimmj

biddies. the the ca t o  fly
yellow pipes to reach Vanilla Secrt
for wait until you've hound the Ned
Switch). Otherwise, conlimieilt
complete the level.

VANILLA DOME
Amt din Red T o  find this,

swim until you see a single prize block,
the water, then jump on the Swift*

mice you've carried it to the wall of
brown bricks to the left. Then Ws simply
a matter of jumping down the left hand
shaft. Finding the first goal,t
incidentally, is a doddle.

Am RED SWITIM PALACE
glor Hit the P Mich and joie betweeo
the brown blocks. The Rainbow Koopa
should follow you and knack out all the
other baddies. And don't forget about
the Red Switch.

11A;411.1A GHOST HOUSE

411! .11111011111 the main problem hem
hat lea with the small ghosts), if

ye look irt Min, he stops moving. The
coecealed vile in the Rotating Blocks is

.41 little help, but the Switch located in
Alio t h e  Rotating Blocks in the room with the

peen ectoplasm is needed to complete
the level. Stand on the blocks, collect
borings to the right of the brown deer,

t h t  stand on the switch and exit.,
VANILLA DOME 3
This level is pretty straighll4uuwrd

really. Jump the Blarggs when their eyes
start to sink ithe highest flying Prize
Block is a 1-Up); fly above the range
pipes for the 1-Up Pipe; run off and then
back onto the screen when you see the
bouncing Kerma shell lit will stop) and
throw it upwards for Yoshi. Then fly from
the fiat ledge near the end to find a
secret tunnel.

VANILLA DOME 4

O Not much to say here, except thatthere's a secret lava area down the
short blue pipe.

pelt the Illizard's shots, or
My Pop h i e  bead or even

e he fires.
The nation door takes yeti to a Midway
Gate that can be reached with the P
Switch, providing you don't collect the
coins beneath it. This is e rattier hard
bit, but luckily it's not really necessary.
The rest of this level is easy, Including
the Sliding Stairs and Lemmy. who
appears out of one of the tubes with two
other Koopas as derma. Then you have
to merely decide which is Lemmy and
jump on his head three times to open up
,ow path to the next level: Cookie —
Mountain.

Middies here le

P h .   5 o o p .  J  r -  t b •
C A l l i • •  i  0  I  •  •  • • • • •  •  u m  •  •ammourv. n  imu n o m *  a r e a  i s

i d e  9 9

T h e  ° n r  i e C  V a n i l l a

t i e ,  W h a t  . . . . .  m e a l  I
M a r i o   i n  • O r i  n  n e e  t i e r  1 d 7

t i a •  , - . 9 . . r  a ti t l i t   I  '

•

hie feet wet. doing a sent et
swimmiog.

IM111!
Yot_. t h a t  it ,r. actually

-oSSIble to . h a  Super M a l e  WOrtef
oy only completing 13 l•v•lS?
1 Yo s h i ' s  Island 1

Yellow Switch Palace
Yoshi's Island 2

3 Y o s h r s  island 3
4 Y o s h i ' s  Island 4

S I g g y ' s  Castle
6 D o n u t  Plains 1 (Hidden Goal)
7 D o n u t  Secret 1 (Hidden Goal)
8 D o n u t  Secret House (Hidden

Goal)
9 S t a r  World 1 (Hidden Goal)
10 S t a r  World 2 (Hidden Goal)
11 S t a r  World 3 (Hidden Goal)
12 S t a r  World 4 (Hidden Goal)
13 Front  Door (Elowser's Castle)
Theoretically, it's possible to finish
the game i n n  levels, without
visaing the Yellow Switch Palace, but
that would be incredibly difficult.

La
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spikes ils preferable to the upper routs!
antlisioglitkire's not much in it.

easy to beat - hit one ow
Ste Rhinos from underneath,

sob a tree platform when the
obits to disappear and hit the

•-  Rhinos from under
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VANILLA SECRET'
Tim only fool p a i l  of this eieI is
jumping through the six Koopas ith the
spring board. The greet pipe tobe left
takes you to another peen pipe letiding
to Star World. It you've found the Blue
Switch then you can reach it with the
jumping board. Otherwise use the cape.

VANILLA SECRET?
Take i t  the groonfroopas by al_

that co l lect ing  Yoshi from the first prize
n the b l o c k  or b) collecting a cape, and cl

bouncing from them one by one (you'll
_start to score 1-Ups if you don't hit Ow

ground). Oh, and tat the Rotating Blocks
ts, or a b o v e  the spikes Iii a Silver P Switch to
r even t a r n  r4l the spikes oto silver coins.
Ares.

ichvay VA N I L  SECRET 3
Aok Flying Dolphins. Need we sly wore?

t the ( Y o u ' v e  probably welled set that

end y o u  con ride that'llssary.
ding

The w a y  to get rid of Ills
Wielded beastie is to hit howl

World 4: Cookie
in

CHEESE BRIDGE AREA
The quickest way to complete this

10" area Is to take Vold Ile with you,
In r i d e  the highest moving platform and

collect His Wines shortly afterwards. Bat

rio hitches a lift on one of these
flying lphins in World 3.

WWWW1111

C O M  •  •
1 •  1  C O

you've ccessfully ecapitated
him, you've eieared the Fortress.

roach Seda take yooll d  the
the o f  the )  to swoop

under the first Giant Gate and arrive ot
3-Up mon mid a second goal.

LABE !
low Posimr-tips from. eisr. the

hoghw ng of the I W o r e  I d

iwcOme in handy here, so that youcan Cape or shoot the fish - or in
cineglo get In line with the torpedoes.
Pest by to stay out of line with the
torpedoes, okay?) Complete this level to
open S t a r  World 3.

COOK MOUNTAIN
Al i  A coup le el debuts on this level.
11. Tito fire-dropping Sumo Brothers
as erM; hit them from below or Cape
them low, also, are the pink apples,
eat two oe a level and each face
dropped by the resulting Smiley Face
Cloud will be worth 100 points, and an
extra life if you catch all 10!
Specifically for this level, use the red
Koopa shell to clear a path through the
moles, climb the group of four rotating
blocks for al-Up - and don't toripot to
go down the blue pipe.

BUTTER BRIDGE 1
dm Damn tricky best describes this
1 0  sot:11110g level, especially when
you Pommel to your death tor the
100.000,000th timp keep jumping on
the tall platforms to prevent them from
sinking, and use the Koopas to cross the

larger gaps. Oh. yes!. And omit a  lot.

R MI 2
doh With Butter Bridge 1 behind you,
MIF you're through the worst of it.

d, you can simply fly across a
Bridge 2 with the cape - a good

lob. as It's unlikely that you'll be
bothered to do any espied 11-

1.110ROG'S CAS
on, Them are three st t o  this
I P  castle. Stage one: ' W  Cholas.
Don't %met that the chain part Is
perfectly safe to walk though. Stage
titro: The spiky enclosing ceiling. Find
Ike Switch and turn it off at the last
minute to give you time to leg it to the
lett. Stage three: Simply climb upwards.
As for Ludwig, avoid his fireballs and
A M  on his head, but watch out when
hp rolls at yea.

• • • • • • • • • • • W

A difile It one this. Just keep Jumping
on those tall platforms.

Ludwig von Koopars a oast Ike-
breathing piece of work.

M E =

World 5: F o
of Ill Won

OF 111.
A i  The Wigglers can only be eaten by
111. Yoshi or hit a  shell (else they

• • Mol l .

4'106=10qt

turn red, and deadly). Look ler a single
Prize Block under the log section,
collect the P halloos and Boat
short eel to the Ghost House. You will
want to find goal one first, though.
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: I I I  1
A'' e. . . -  )  '-

Your enemies in the Forest if Muskat 1

i•  d e  deceptively cute Wigglers.
Once you have, restart the level,

0. touch the Midway Unto, collect
Use Seper Star (kid* it out

vdten it's a leather) and leg il left-.
the Koopas become 1-Ups and the
Wigglers beanie 2-0ps_ You can collect
up toll lives and repeat the whole ,
pmcess (don't finish the level, though)
for up to 99 lives_

Also. in the section with the Keels
logs, float down onto a Wiggler

with the cape and jump up onto another
one. Providing you don't hit the ground
in between (bet float from the screen to
reset hue Wigglers to their original
yellow state) your score will start to
leo weird symbols, and in under three
minutes to the maximum value of
99,999,990I

F4fIEST OF !LIMN 2
O Grab the cape to kill the fish, anduse Grab Blocks to kill sea urchins
and increase your speed. Keep to the
bottom until you reach a small chamber
- hit the third invisible block and wait
for the extra life to tail. Near the end of
the level, look lor a single yellow
exclamalion block - the wall to the left
is false and leads to the Blue Switch

-lace. (You saw it on GamesMaster...)

FIREST OF ILLUSION 3
AK Two goahi here leading to Me
W  Ghost Home and Roy's Castle_ This
lintel also introduces hubti -ed

exploding bombs --tell avoided. Dian
forget to visit the second pipe and
collect the pink apples, but ignore the
large group of prize blocks (they all
contain Coins only). And the secret goal
leading to Roy's Castle? Why, its down

the talle n  pipe merest the end.
FOREST OSY: HOUSE—
f t  Rue to the right past the first
IMF section. Find the P Switch to he
right, take it to the left of the brawn
door, then collect the coins and stamp
on the Switch to reveal a blue doon. Go
through this door and run to the left. The
first dried, is the main exit, but the door
further along provides you with a lick
and key.

Arjh FOREST OF ELLUSialA-
N .  You have to find the second goals.
this area, else you gel taken back to
area two of the Forest - it's down the
small mid-air blue pipe shortly after do
midway gate. To reach it, either use the
cape or the cloud. Oh, and avoid

collecting the 1-Up from the angleithe beginning or Wit start firing spiky
things at you_

FOREST SECRET AREA

O Er,  apart Mon mating you feetrather queasy, there's nothing
much to this flying-platform level. If
you've collected the cape earlier en
then you can ill' up and over the Giant
Gale to collect the t E x t r a  Mario
Muerte

FOREST ORIRESS

I i
t  4 4 'a ;  4
'lomat s • 0 ,  s  s

Fly to the Giant Gatdlith the help of
the Cape colleited e

" lsthe second end-wait diffilieth
INF Grinders in the p are goiug tithe
left and leg it. This is another level to
really learn your way through on your
own - ttps won't be at much use,
said, though, did you know that you can
reach a secret second red door with
nine entre lives by flying from the ledge
above the Ord red door? Complete this
and you'll open up another entrance to
Star World.

ROY'S CSTLE

• B s  Brawn Block Snake is quite11. OW to get the hang el, but watch
out for the fireballs and falling spikes. _

aid you may find it helpful to

lnftlelly jr mp on the green block

4T ii1F i t ;

1 1

a place forvile laustrophobla sufferers,th ,  when the l i t  start closing is—

pass the third Koopa statue .Roy
attacks in the same way as Morton, the
big difierence being that the walls aro. _
closing in on you, se try to lure him
down to one side of the screen.

I I

• csomium 1
O I t  the •enterable pes onChoccy I a d  1. the short yellow
and short grey pipe before the Midway
and Giant Gate are both cannons. Aim
for the large Rhino the first time,
bounce off the koopa the second. The
third pipe is between two blue Piranha
Pipes and leads to a new Dolphin bit.

0-GHOST HOUSE
The Mat half of the House ism
simple run right job, watching em

The dolphins are back! Bet watch opt
for those damn piranhas...

CHOCOLATE FORTRESS

0  Nasty, this. There are spikes,
er°

are fireballs, and there are mas
wailing to squash you. And Romer is
waiting tor you at the end.

for the baddy dangling the deadly flame.
The d m  grey blocks through the door
tom into ghosts when you look away:
lead them underneath the door to till
right, and use them as stepping stones
to reach the goal,

•_CUICOLATE ISLAND 2
9! !_A strange area, i s ,  because Seer

course changes depending on the
number of coins collected and the time
remaining. To tied the key you'll have to
complete the first two sections with at
least 250 left on the timer. Reaching the
normal goal is easy, but note that
sectioetwe will change if you collect all
the coins (including the hidden one

below the prize :73 )  section one.CNOCOtAlikEtStA
dmi Hop along the spinning platforms
MO, to the first blue pipe for a bonus
coin area. You'll need to find the secret
area to advance - for this you'll need
the cape (from the Green Bonus Block)
to fly underneath the Giant Gate to 3 -
Up moon and Giant Gate number 2.;

A f i t  W O L A 4  h i t
a  m A t

T  M
h , 0 0 h  t h e  M e r e s t  a t

e ; h 1 " . : : o  1 4 .  h t . 1 . : 2 *  . t ;c a s t l e  o h
= t o ,

an WO)

ME1112:13
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Reno, the dinosaur Eakin
appearance here.

CHOCOLATE ISLANDS
AgA Get the capelarthistavel to make

the most of the grey pipe. Collect
the three green mushrooms, activate the
concealed Switch Block and, once down
the pips, hit the wooed P Switch. Fail
down the right side and fly up and

Here's another game area where that
cape comes in jolly handy.

WOrld 7 -  The Valley of
B u w e r

VALLEY OF BOWSER 1
Ark Bring in the cape to Spin through
111, the Footle Players and Moles.
Ake; catch a lift aCrOSS the pit of Mai*
flowers on top ol a Mole; take the
hightest tunnels to find the Midway Gate;
fly to the right of the Sleek flowers for a
3-Up moon: jump from below to till the
gap in the tunnel floor about halfway

Collect the ;levier ups. It yeu Milani get
the cape. jump seven courits of your 1

11

timer after hitting the second and you
laird next to a cape to ity up with.

CHOCOLATE ISLAND 5

O Use the cape to collect the silverSwitch ftom the cloud ledge at the
beginning of the level. Brie, ft dimes to
ground level, use it, then use the blue
Switch and the spikes will be turned into

ftee minis. Collect all the coins and
you can go down the yellow 14Up pipe,
returning left afterwards if you want to
look down the second yellow pipe.

CHOCOLATE SECRET
Don't bother with the green pipe on the
first section, as it's a bit tricky (full of

—tall-lag platforms and Hammer Brothers)
and there's nothing to collect. On the

Wendy's a bit of a toughie, she's filled
this bit with some nasty surprises.

through and (and!) look cot for a single
Rotating Block nearthe end goal for a
vine leading to a 1-Up Pipe.

VALLEY OF BOWSER 2
:doh Bit then jump immediately onto
' I V  The single Prize Block to avoid the
coloured shell. Or bring in Yoshi, eat the
shell and (It desired) collect His Wings
from just through the green pipe to skip
the remains of the level. You'll need to

Weave your watery way throe, Wiese
spooky spectres.

second section, press down on the
controller at the start of the hill and
you'll slide down on yer bot. And you'll
have to run over the sinking sand bars
on section three or you'll, er, die.

WENDY'S CASTLE
ink Obviously not taking too kindly to
IMF intruders, Wendy has littered her

with endue baddios.
Grinders and Sparkles. In some cases

ty.2 LI..Ca1111
s o m e . a . N a r . w .  e a s e  m o o *that PS
1. , : , 

Hesse& Our hero has met the
and outwitted Wendy.

(carefully) negotiate the sand maze to
find the secret exit though. (Jump first
from the extreme left of this section for
a cape.) Then on intim three, fen
quickly until the first sand bar is out of
view, return (the stied will be glutei and

the platform amtutipla fly us
and left out of and onto the right side of
the tunnel.

1
• 11011TeEti

Tie sneaky dips is that this
110 fortress is n i g  to complete
without the collectable cape. which
otherwise reduces your failing speed
and makes the spikes harder to pass. (It
might be a good idea to Power Up with
red mushrooms from another level first.
though.) You'll need to be runntrig to'
survive the initial set of three spikes –
the key to passing the set of quick
spikes near the end is to run slightly

—before they even start moving upwardt7
Remor is easy to kill (again) – you'll
then be taken to The Back Door of
Bowser's Castle.

TINE BACK DOOR
opli Teem isn't really any great

challenge to this level, as it meetly
serves as an introduction to the
Mechakoopas who – by jumping on.

Fall down a narrow shaft and touch the
green sphere to enter a new world..,

yeu'll need to stand between two spikes
and jump over The Grinder, but this
shouldn't pose too much of a problem.
Defeating Wendy is much the same as
defeating Lemmy. only this time you

_ h a v e  two firetudis to contend with as
well as two decoys. Hopefully no
problem,

opikes. S U N K E N  GHOST SHIP

0  _The second part of the ship is hardvery hard. The ghosts all appear
simultaneously. but leave a gap

• • f o r  you to swim through every-
other time they form. So swim when the
gap is there – hover while you're waiting
(moving out the way of any forming
ghosts). the next stage Is great --11
IgN leading to a platform (if you stay in
the middle) with another Super Star on.
(Why not come back and try this level
with the Cape?) Swim to the bottom for
two extra Mark's. and hit the question
mark to exit.

Marie's in the spotlight, here, as he
meets the Mechakoopas,

sheeting and throwing involves – voti—
ve!l be killing Bowser with presently.

VALLEY GNOST HOUSE

O t h y t i w i t t i r m t  tiv* sectIon pastthe green blobs to create two
ledges with six doors, leading (taking
the doors in order from left to right) to
either the right side of the coin snake
room, the exit, the exit again and the
left side ol the coin snake roam twelfth a
green mushroom). You want the short
cut to Larry's Castle? Take this last
door, then carry the P Switch until you
are underneath the coin snake block,
lacing right. Nit the block, immediately
lilt the P Switch, and lump on the
resulting bridr lit should be going

= I
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litario's got six doors to choose from in
the Ghost Nouse.

right). Steer the snake to form the
Miarpest steps possible to

reach an entrance to a
chamber. Only small Mario will fit

through - Super Mario can slide through
a run op, but starling the snairmaa_

small Mario is heartily recommeadelli
VALLEY OF BOWSER 3

0-There's PIA Mich We can say about
 this bit, except, eri it's easy.

•

• •
_VP 1 0 0

Chocks attack by rolling boulders at 1/011

with their "Neb.

YAUVOfBOWSEI 4 -

0  Co down the green pipe lot PowerUp purposes and spin through the
large shalt ol Rotating Blocks 'tall down
the narrow shall and aim left if you are
small Mario). Beyond the Midway gate,
stand to the left of the wall in front of
Chuck, run and jump against the wall to
avoid the boulder, then run and jump —
over him onto the platforin. All the other
Chucks can be run past, except the last
which you should spring over. Using the
cape (from the yellow Bonus UMW to
pass the large lava pit is easier than
jumpily on the Kongo. You'll need Yoshi
Is Millie liwto open up Star World.

LARRY'S CASTLE
p h  You could try to fly section one, but
Mildr to be honest, getting to grips with_
the brown snake really isn't that hard.
Ilteep standing on it as it moves
upwards.) The Magikoopa makes his
rebirth-bore - you may need his shots to
blast through the Rotating Block walls.

St 0 0 I I
S O 1 , 1 1 S •

The Brown Block Snake reappears to
makerlite more difficult.

E
Defeallog Larry Is much the same as-
defeating logy, but here stand about a
third of the way along the plailorm to
avoid the throilialhs from the lava.-

OWSER'S CASTLE
the initial Choke of lour doors,

e door three tilleopa Camouflage) as
is the only section with a

collectable power up (if a camouflage
square has holes, you can lump through

_ P I -  the higher 'Ante two turthermeet
camouflage squares contains a leather.
Take door one of the next choice of lour
doors to the Spike Sprint - as soon as

_the vicious spikes start to rise, wait for
the counter to decrease by two, then leg
It. The third section is effectively the
Back Door level - the only advantage of
reaching Bowser via the front door is the
chance to collect a feather on the way

gilogarini

q u o t a _ * •  •  •  i t

.1=

0 0  l o i •

The Back Door to Bowser, but no feather!
you go this way.

MARIO

Rowser
What? You want me to tell you how to
kill him? And spoil all the fun? Okay,
Bowser only requires six hits to kill
and comes at you in three waves,
switching after two hits. In the first
he'll move left arid right only, so your
only road to death will be collision
with the rotor blade or one of the
baddies he throws out. Instantly kill
the first badly that lands (to avoid
collision), stun the other and throw it
so that it hopefully lands on his
head. The subsequent fireball attack
can be avoided by standing to the
right of the screen and jumping as tar
to the left as possible when one is
about to hit you. Now stay at the far
right as Bowser hovers. When he
stops, run to the left, then run back
to the right to jump the first boulder
he throws, remaining to the right tor
the second. For this wave Bowser
attacks in a two-boulder, two-badly
pattern. In the third he'll bounce at
you instead, stopping every now and
then to throw Out Iwo baddies which,
in case you hadn't realised, is your
chance to kill the bast.

Bowser's kidnapped Princess Toadstool
and has her trapped in this clown's
head. It you want the princess back.
you're going to have to get Bowser first.

Dwarfed by the nia,, tie
looks totally bemused. 'I know it's just
more Model trickery,' he thinks. but
it's still horribly scary.'

Bowser can Only release two
Mechakoopas at a time. You can it liner
kill them, or stun them and throw them
back at Bowser.

•
11101.0 140,, 1 • 1 1 , .  •

)ale at last! Princess Toadstool drops
out ol the clown's head and into Mario's
arms. 'Oaf! He certainly hasn't been
starving you, has he?' remarks Mario_

Star Road
STAR WORi
This entire world is a downwards trip
through layers of Rotating Blocks.
Every one of the Star Worlds has two
goals -  you need to find the hidden
goal on each to open up the next Star
World, but to register all 96 goals
you'll have to go through both. Here,
goal one is at the bottom, while goal
two is found by breaking through the
Blocks to the far right.

STAR WORLD 2
Star Road also introduces you to the
coloured Yoshi s -  there was a hidden
Red Yoshi to be found on the previous
world. but here Baby Blue Yoshi is
rather more obvious. Feed him the
Super Star and he will grow instantly.
Swim along off the top of the screen
lit you're feeling really lazy) and enter
the green pipe for goal one, or swim
under it for goal two.

STAR WORLD 3
The normal goal shouldn't be too
tricky to find (hem), nor should the
hidden one. Feed Yoshi live dropping
Spinys, use the Silver P Switch,
collect the coins, pick up one of the
Grab Blocks you're standing on (simply
press X or Y), jump onto the high Grab

'films! Bowser turns his clown's head
upside down and drops a huge boulder
on you. Jump over it, and then Watrh flirt
for the other one.

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •

Hurrah! I ts  party time! 'Thank yoo, .
the Princess, and well she might. 'T',*
is absolutely the last time,' mph}
Mario, utterly exhausted.

!".



ice you've completed the Star Road (see map at top of page) you enter the Special
Tone - each stop on the road above is a very hard completely new, level. (Erik!)

• ne

Use the P Switch from the Rotatieg
Block, with the Red Koopa laying above,
beiore leaping down and to the right to
go ttrough the green pipe. When you
come out of the silver pipe, rim to the
right for three invisible 1-Ups. Squash
both Blue Switches to create the
platiorm on section 2, and use the
Silver Switch to turn the spiky baddlos
Into silver coins after knocking the
hammer Man from his platform.

TUBULAR
Consecutive balloons must be collected
to make it through this level - the first
from above the spring board, the second
from a highly placed Prize Block to the
right and the third land very hard to

no

1

, then-
.uv,Mlitgthe other

AY COOL
• e in Yoshi, hit the third switch
and the fourth en, and go down

the pipe tor Yoshi's Wings.

I l l t a  Bes h

ele Yoshi from Star
.2 aid eat loads oh Koopa
— Winding the yellow one

re you collect the Star.
The jump ante the final blue block,

g off a Koopa, can be
with the cape.

the Keane shell at the prize
r Yoshi. Don't kill the two

the end though -Ilse
ry invulnerability if

ire a n d  leg It.

Do
The stranded *eh are harmless, but
the winning ones deadly. Yoshi is
available from the highest of the
three Prize blocks, but more easily
obtairied from Groovy beforehand.
The left blue pipe is a short cut,
and there is a Power Up on the top
row of Prize Blocks.

OUTRAGEOUS
(Aren't you bored of Super Maii0
World, yet?) Use the cape to soar
through the whole level.

FUNKY
Okay, we're nearly at the end of
the game, but there's still plenty of
exciting stun to find. Try leaving
the music on the Special World
snap, tor instance. That's all. Bye!

•
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The map of the Star Worlds, shaped
(spook!) like a giant star. How's
Mario going to get round this lot?

Blocks, use it to knock the bloke out of
the cloud, hop in and Heat up left.

SliTh
Pick up the baby Yoshi, teed him five
Koopas, then use a blue koopa from the
quadruple green platform to soar to the
right Keep the platforms in view and by

0  0

0  a  01 r r l0  n0  tcPt a  -Z

the time Yoshi swallows you should
land on a green platform a short
distance irom a set of revolving
platforms. Jump right until you reach
the orange pipe and leave Yoshi by the
keyhole on the exclamation platform
below. Throw the red Koopa shell at the
prize block, re-mount Yoshi, collect the
key and away you go.

STAR WORLD
You'll noel a cape and a run-up from

enough to reach the ledge of yellow
exclamation marks. Then just run
right along the ledge, docking with a
run-up to slide under through the
small gaps. Soaring through the
level is the easiest method to
reaching goal one as well.

Special Zones on the Star Road have
these nifty 'night sky' backdrops...

_not to mention lots of dangerous
drops It's possible to fall down!

the start of the level to reach the
second goal. Stay as high as you
Lau, malmori l lmt Fut ,  a l t i tude  long

0 Eft ' 1  , ir  ' 7
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ICLUB1 IDIRECTIOHI 1 STANCE ',POWER!

Above: What a bunker! This sod of thing's in any SPIES golf game, but clusn't always look this good.
Check out that reflection! Right Putting is made a great deal easier with this overhead view.

You're given lour characters to choose tram
While they have different skills, they all have one
thing in common: appalling dress sense.

There are blur types of lame: Skins Game, where
yeti win $10,000 per hole; Match Play, where the
winner wins most beton; Stroke Ploy, where the
winner takes the fewest strokes, sod Toontatieset.

G A M E

O  Good afternoon, and vielcome to round 1 ofthe Super Play Cup,

P A R , .  r
0 , 1 A 1 4 F,

O  Oh dear — he's in the rough. Jason thi -ws hisclub to the ground. Temper, lemper!

I /

US Releas

Game: The !rem Skins Game
Publisher: !rent
Developsin lrem America
Price: Approx. E45
Release: Available now
Players: 1 to 4
Cart ROM: 8 Mbit

If you fancied a round of golf
you'd probably head for your
local amusement arcade. If
it's got a Major Title machine,
that is. And now here's the
conversion. Will it leap to the
'fore' of SNES golfing games?

JONATHAN (HURRAH!) US MON (BOO!)

O  As the lavourite (in all senses). Jonathan's ina buoyant mood this beautiful afternoon.

I1111 I  01;1011011 ,Ut 1 1 : 1 1 . 7 - 1 1 , 1 V

O  The sun slips behind a cloud, and Jason'safternoon goes from bad to worse.
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76% 81%
MEWL
SCORE: 03%0

ason's

CHECKING OUT THE COMPETITION
The Americans and Japanese
are petty about golf, and there's
consequently quite a range of
games to choose from. The first
to appear was NAL's
One, which adopts a
straightforward overhead view
of the course, and plays very
much like an arcade game. The
more recent games (irem Skins
Included) have tended to go tor
a player's-point-of-view
approach, which looks much
more realistic, but can slow
things down.

Itgornillormwall

111
PGA TOUR GOLF

, Electronic Ws,
On other machines this Is
brilliant. The Super Nintendo
conversion is a let-down,
however, unfortunately looking
horribly nett. ,30"

1•0111, F o e  M I L  O A C W
L p ' T  C O R M .  O f f

. . . . E S  F O R  * o w l . -

JACK NICKLAUS GOLF
(Tradowern

The graphics look really nice...
once they've been drawn.
Trouble is, the game takes so
long to do this that it's virtually
unplayable. bZ"

HOLE-IN-ONE GOLF •
P(Ao

Lois of Model whizzing about
that'll impress onlookers, arid
really good fun to play. Not
much of a 'golfing' feel,
though. .•J

Aren't
those
reflections
of clouds
on the
water
nice? II
thought so,
anyway.)

I LW 2'4)

athan's in
noon. O  Marvellous shot. Jonathan tips his cap tothe crowd arid sets oil down the 'airway.

Of,rzCrrs--

Meanwhile, Jonathan's on the green, and
that putt's looking good. Steady. steady...

*AT* Hitt

O  Jason steps up to the tee. Is that a hisscoming from the crowd, or just the breeze?

PEBBLE  BEACH GOLF LINKS
II&E Sot,.

Along with Augusts Masters and
Waoalae Country Club,
(previously) the best on the
market. Nice graphics and really
playable, if a little slow.

SUPER BIRDIE RUSH
) EaE

The same simple overhead
approach as Hole•in-Ond but
with cute characters, nice
graphics and - oops - loads of
Japanese tent.

S K I N S  GrusE

CIMEUEZUW

atenea

Facts 'a'
figures fans
will feel
right at
home with
these score
sheets.

O  I t ' s  in! Jonathan picks up the prize money.(It didn't happen like this at all - Jason.)

1GOOD, BAD OR U6LY?1
I think it 's fair to
say that you'l l
only ever buy one
golf game. It 's not
that, having
bought one, you'l l
never want to see

another one over again. It's just that,
unlike shoot-'em-ups, or driving games, or
beat-'em-ups, all golf games basically do
the same job, and having two would be
largely pointless, What you want, then, is
to buy just the one, but  make sure it's the
best one. So which is the best game?

Well, so far every SIMS 31) golf game
has suffered from the same problem: after
you've hit the ball, i t  takes so long to
draw the view from the ball's new
position that you very quickly get bored
of wai t ing each time. However, Item
Skins suffers no such problem. Each
screen appears instantaneously, and,
what's more, as you line up your shot the
v iew rotates around really smoothly. It 's a
splendid effect, making excellent use of
Mode 7. The graphics look really nice, too.
especially the way the horizon is reflected
in lakes and rivers. The only minor snag is
that, as i t  is in Mode 7, there are no hills
or dips, and bunkers look more like
sandpits. Gameplay wise it 's great, too.
We had loads of fun wi th  it. The fast pace
really helps, and the controls are nice and
easy to use. (Though not so simple that
they make the game too easy.)

lrem Skins isn't quite perfect, though.
For a start, the ball doesn't behave quite
as realistically as i t  might - when you
whack it  onto the green, i t  just lands and
stops dead, rather than roll ing along for a
bit. And only having one course might be
seen as a l i t t le restrictive by some,
though very few SNES games actually
have more than one. PGA Tour  is an
exception (though not a very good one).
And, speaking of which, PGA Tour Golf on
the PC or the Amiga probably remains the
king of all golf games - it's just a shame
the Super NES version is so lacklustre.

So I th ink it's safe to say that Item
Skins is your best bet i f  you're looking for
a Super NES golf game. We like the sheer
playabi l i ty of Hole-in-One, but Skins
seems to strike a better balance between
graphics, gameplay and that essential
feeling that you're actually out there on 1
the fairway, playing golf for real,

•  Jonathan Davies

GRRPH I CS

86%
ROO I CT: There are lots of really
good golf games on the SNES, but
this is probably the best of them.
It's really slick, and has a great
golfing atmosphere, but it's a
shame there's only one course.

Monks to Stnenhan,len•Witie, (WI) 510 115114, tee lending us the a r t



SPIDERMAN &
THE X-MEN
IN ARCADE'S REVENGE

UK Release

Game: Spiderman & The X-Men
in Arcade's Revenge
Pub l isher :  Acclaim
Developer: Software Creations
Price: E 4 9 9 9
Release:  Out now
Players:  I
Car t  R O M :  8 Mbit

W E L C O M E  O N E  A M O
W E L C O M E  : I L L

• •
• •

Though you
wouldn't think so
to look at him,
Spidey is 30 years old
this year (and, as he was at least 16
In Ms first appearance, that would

make him mid-40s now
in real-lift

terms!)

A-Man Cyclops faces off aqainst a giant S8111111)6
robot, which chucks fireballs and rockets at him_

The X-Men has been America's biggest selling
comic for about 10 years now, while

Spiderman is currently riding the crest of
his own popularity wave, with no less than
four monthly books dedicated to him -
this game will shift copies in America, and
no mistake. Over here, though, it's got to
stand on its own two feet, which could

cause a few problems...

t a = r e m m o c u n n i c o m - - • • . -,5 i r

er-res
•

i V i l t  ' A M I D

GitSAT‘ b  4  O M )

1- tub, Lontic style intro sequence kicks oft the
game, as Spidey investigates the devious Arcadt

The plot is simple: Arcade (not the most
mainstream of super villains, but he fits
the purposes of the plot, as we'll
explain in a minute) has captured our
X-Men chums tor purposes unclear, and
it's down to Spiderman to rescue them.
Of course, being heroes_ the X•Men
aren't taking it sitting down each one
of them is trying to fight his way to
freedom through Arcade's
Murderworld• a kind of homicidal
version of Disneyland. And, even more
obviously, this being a SNES platform
game, you get to control each hero in
turn. Over the next couple of pages
we'll look at how they all slack up_
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SrIDERMIIN
Everybody
knows and
loves old
Seidel.. High
gooet xredont
arid (later)
freelance
photographer
by day,
masked web-
slinger by

night, and long-suffering nephew to
the always•at-death's-door Aunt May
all the time, Spidernian is one ot the
mainstays of the so-called Marvel
Universe. His super-powers give him
the proportionate strength and agility
of a (rather large) spider. apparently
gained through an unlikely accident
involving a radioactive spider's teeth
and a foolishly bared wrist. In the
game this translates into the ability to
jump great distances, climb up walls
and fire two types of web - short
destructive bursts (which are never
seen in the comics, incidentally) and

WOLVERINE

long lines which he uses to swing
across wide gaps.

Spidurararr's first level is a
running-Iumping-and-swinging-around-
veareeing-fur-flashing•hltie-boxes-
dotted-around-an-abandoned-
warehouse-cum-underground-complex
affair. Assorted robots guard the
boxes. Spidey uses his spider sense to
tell him which one has to be destroyed
next (they have lo be done in order or
they'll explode or something), arid
while some of the swinging about is
good fun, it all gets a bit repetitive
pretty last. Annoyingly, Spidey can't
climb across ceilings, jump some very
small distances, or get round the ode
overhang - things he could easily
manage in the comics. Still, at least a
three storey fall doesn't kill hint.

The second section - a building
site packed with even more robots - is
incredibly difficult. It's also one of
those very annoying levels where you
very nearly finish it but can't get to
that crucial last baddy because the

So popular
he supports
a handful of
comics on
his own.
Wolverine
was one of
the big
success
stories of the
'Ws. Semi-
psychotic

heroes abound in comics at the
moment, but he was the first - a
mysterious ex-secret agent, blessed
at birth with incredible stamina and
sell-healing abilities.
then transformed into a
human killing machine
by the addition of an
unbreakable metal
skeleton and razor-
sharp claws. While
must heroes were
rather goody-goody.
this guy looked like he
might acteally kill
someone - and did.

Wolverine's first level is set in
an oversized toy shop. packed with
machine gun toting jack-in-the-
boxes. vicious clowns and homicidal
toy soldiers. He doesn't have long
range weapons, so he must get up
close to slash them with his claws.

In the second of his levels,
Wolverine is up against Juggernavt,
an incredibly powerful super villain
who's so strong. one touch is enough
to kill our boy. It's another race
against time section - Wolvie has to
run right towards the exit, hopefully
blocking the path land thus slowing
down) the Juggernaut at his heels.

MOMMIIIIPIPAUPARIOSPIMISPIIIIIIII01004111011.011
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Wolverine's got
no time for
,.'Dutting

rl in this
. ptively

friendly-looking
toy shop. It's
full of nasty
surprises
(including a
rampaging
Iuggernautl)

Left: Spidey swings around the
place, searching for those
blue box thingles.
Below The second level's set
in this building site, again
packed with robots, but also
featuring an incredibly
confusing map.

layout of the map
won't let you s o  you
have to go all the way
back to the beginning
again and work your
way around. Still, at
least this'll keep you
occupied for quite a
good while...

Ten years at the top:
Marvel Comics ultra-successful X-Men. On
this recent cover we've got Cyclops in his new costume.
plus Wolverine, Gambit. Beast (the blue guy) and Rogue.
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1

Leader of
the X•Men
claims the
game,
though
that's
going
back a bit
-  to be

accurate he's now leader ot one
of two current X-Men teams
(Storm's boss of the other). The
Outfit that we see here Isn't his
current one either land the
nickname quoted -  'Slim' -
hasn't appeared in the comics
for years!i. but at least they've
got his abilities right. Cyclops
can run, punch and kick, but his
main power is to fire force
beams from hi eyes. (He's
actually quite a tragic character

in the comics, never able to
take off his protective visor in
case a stray optic-blast takes
out someone he loves, but,
needless to say, this doesn't
come across in the game.)

Cyke's two levels are a
battle through a series of mine
shafts - apparently Arcade is
mining ruby quartz, the stuff
Cyclops wiSer is made of, or
something -  populated by
assorted evil robots and men In
battlesults. In many sections
the floor is a lethal electrified
rail -  Cyclops Is forced to travel
these in the mine cars that
come along every so Oen,
giving the whole thing a feel not
unlike the chase sequence from
the film hzdiana Jones And The
Temple Of Doom.

In a tiny third level you face
a giant Sentinel (mutant hating
robots built by some nut lo rid
the world of 'home superior -
they keep cropping up in the
comics on missions to destroy
the X-Men). The Sentinel
doesn't move but just fires
various weapons at our hero.

Part of Cyclops' Section has him
trundle along In this mine car.

Leader of
the other
X-Men
team,
Storm's an
ex-Airican
pickpocket
(we think)
-  she can
control the
weather.

lifting herself up on strong
winds to enable her to fly
(somewhat dubious, that one,
and it doesn't appear in the
game), as well as fire lightning
bolts from her hngertips. One
thing she was never particularly
noted for in the comics was her
swimming ability, so guile

whal's going on here we haven't
got a clue.-

In Storm's first level she
takes a deep breath, dives
underwater and swims around
blowing up pressure
valves to allow more
water in. (She needs the
water level to rise so she
can get to the exit at the
top ol the complex -  if
she could fly. as in the
comics, It'd be easier.)
This is actually quite fun,
with a nasty time limit
factor - it Storm doesn't
surface to breathe
occasionally she'll drown,
and often there's no handy air
pocket to allow her to do it

And here's the second bit -
more of the same, but packed
with more vicious fish and other
underwater had guys. And that's
about all these is to say.

Str,
. an hardly see her,

it the bottom of this plc.

A very
recent
addition
to the X-
Men.
Gambit is
a cajun
character
(French-
speaking
American

woodsmen from the deep south)
whose power revolves around
charging up various items with
'kinetic energy' and then
throwing them around so they
explode. He generally uses
playing cards (handy to carry
around), though anything will
do, wears a trenchcoat over his
superhero outfit indicating how
mysterious he is, and seems to
be being built into a bit of a

dark horse Wolverine-style
character.

All this race-against-time
stuffs getting pretty popular -
in Gambit's first level he has to
avoid a giant metal bail (straight
out of Raiders Of
The Last Ark),
then jump
across platforms
fighting deadly
chess pieces.
(Chess pieces?)

In the
second section
the screen
force-scrolls
upwards, and
Gambit has to
charge up his
explosive cards
to blow himself a route through
the various chambers - always

aware, however, that getting
himself trapped under any of the
ledges will kill him when the
bottom of the screen eventually
catches up. This is a fairly tense
and effective level, all in all.

ambit r o g u e
!deice as 1,— 1een  scroll

GOOD, BOO OR UGLY?

I A R O  •-•

•  I
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Oh dear. I so much
wanted to like this
game (being a bit of a
comic fan myself
from way back), but
nope, try as I might
it's almost
& The X-Men

al sins - it looks crap
a Master System

is have commented),
makes very poor use of promising material
(for some reason superhero games never
seem to work), and, worst of all, proves
boring to play.

Let's take these in turn, shall we? First
off, the look of it. Well, the animation of our
heroes is passable, for the most part, but flat
colours and unimaginative backdrops
render that more or less academic. There's
no sense of depth (at all) to any of it, much
of it is fairly dark and dull, and even the
brightest, most interesting looking levels
(like Wolverine's fight with the giant toys)
hardly live up to expectation.

Men there's the waste of material. Sure,
Spiderman gets to swing around the place
in his individual style, but the other
characters are very interchangeable. They
don't do anything very distinctive, quite
simply - that needn't be Cyclops there, any
sprite with a gun could complete the level
just as well. To my mind a real superhero
game should make proper use of the
character's abilities - it should give the
player the sense that he actually is
Wolverine (or whoever). With all the most
interesting of our heroes' powers glossed
over, Spidey fails here, that's for sure.

And finally, there's the fact that it's
boring. There ain't much more to say about
this really - it just plods along. Yes, it's
fairly hard, so you'll get a decent amount of
play out of it, but the levels are either very
simplistic or very repetitive. Things pica up
a bit in later stages, it's true - Gambit's
fight not to get crushed against the ceiling
as his second level scrolls inexorably
upwards is quite fun -  but not enough.

And that's more or less it Less
demanding gameplayers - and dedicated
comics fans -  will get to like it. sure, but for
most people this is a step backwards. This
has got simple gameplay, lousy graphics,
little real feel for the characters, and, on top
of all that, you can't help getting that
unmistakable feeling that this is just a
production lino job, one that nobody over
cared very much about. For shame.

•

•

imposs
commits
(very much I
game, as m

•  Matt Bielby

SOUND 6014FPLRY
70%

OVERFILL
SCORE: 2  70

VERDICT: Occasionally lively but,
more commonly, plodding multi-
level superhero thriller. Really
lousy graphics, though nifty music
-  one for Spicley/X-Men tans, but
very average to the rest of us.

c, MOHR'S
64%

folkIELIFE
76%

85%
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*BERT
There's a new kid on the block(s). Okay, there isn't
-  Q*Bert is one of the crumbliest characters in the
biz -  but his third outing adds a few new twists.

Berl's, el,
doing it by
the book,

here. Watch
out for the
blob-firing
periscope!

= M E M

••

ilbloort I k e ?  dis

That legendary 0 'Berl pyramid in talmostl full.

In case you've been locked in a wardrobe for
tile last 10 years ithe original 0 *Bert coin•op
appeared in 10831. here's bow it works:

You control an orange blob with a long
nose and no arms. He's got to hop around lots
el blocks. painting each a new colour. Initially
you've only got to jump on each one once_
Later on you have to do each one twice. And
mach later on you may well have to jump on
each one exactly once - no more and no less.

There's a variety of bathes. Some hop
around at random, while others home in on
you. Needless to say, some ol them change the

) c o l o u r

Coloured discs can be used for floating from one
group of blocks tr - ' ther.

i3irr! It looks like
Bert's got cold feet.
Luckily the first
screen of level three
(where he's only got
to jump on each block
once) is a whole lot
easier than most of
the ones in level two
(where most of them
need to be jumped on
twice). Phew. eh?

—or escaping from the clutches of that no-good
snake. (Time it right and he'll plunge to his death.i

Here's Bert, dicing with deo... Watch It! - Ed.) Et
okay, here's a screen from level two.

us Release

Game: 0*Etert 3
Publisher: NIVIC
Developer: VAPF Game
Price: Approx. E40
Release: Out now
Players: 1 or 2
Cart ROM: 8 /Obit

A04 OD,Dui [ M I N n

at

with
itself
-  that
playi
affairs.
revie
which
tbe g
disgu

The
b • -
hypnotic things with colour cycling and
Mode 7. And the 'Game Over' screen is
absolutely amazing. I sat and stared at it
for hours, completely transfixed.

Actually, that's not strictly true. I sat
and stared at it for hours because I wasn't
looking forward to writing this review. You
see, 0•Bert is one of those unfortunate
games that - yes - has got brilliant
backgrounos, but not much in the way of
actual stuff to play.

Don't get me wrong. 0  'Bert 3 works
absolutely 100% as it's supposed to, and is
quite good tun for a while. It's also packed
with really nice graphical ideas - aside
from the backgrounds. I loved all the
different things you've got to hop over, UM
teeth, and books, and suitcases - choosing
the best ones for this review was pretty
bard. But at quickly becomes apparent that
Gillen is no more than mildly amusing,
however many levels you play through.

Sure, 0  'Bert was a neat enough idea
back in 1983. But. in 1983, jumping around
pyramids was about all an arcade machine
could handle. The Super Nintendo is
capable of so much more, and that's what
we've come to expect of it

• ,,,,1;1•".7., :

of the things
learnt while
• g  Super NES
s is that if a

games got really
neat backgrounds,
the chances are it

deal of 'foreground'.
e great backgrounds

ng about, but the game
to say the least. Super Pang
e brilliant backgrounds, but

quite a different state of
o Gang, which I've just
e terrific backgrounds,

the further you get into
're simply there as a

Space Invaders gameplay.
ds in ( ) l ien  3 are

all sorts of weird and

•  Jonathan Davies

67%
Gently amusing and nice

to look at, but not for anyone other
than the most casual player.
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S U P E R
 GI:414ER

A basic. no-
nonsense.
scrolling shoot-
'em-up. that's
Super Stake

•  r a t h e r  like a Twin
• w i t h o u t  the fun

GIMP& S

Cobra. hut

or challenge.

OR I XEE ~ O n

Mt M t
O M

own, or.

Super Strike Gunner,
along with SPindizzy
Worlds (which we
reviewed last month).
is an 'exclusive to
Woolworths' game.

Were not quite sure what the advantage of
this is, either from Activision's point ol view
or Woolworths' (or yours for that matter). but
that's just the way things are.

The games a vertically scrolling shoot'
em-up with only a couple of things to

distinguish it from the crowd: two players
can play simultaneously, and you've got a
range of special weapons to choose from at

the start of each level_ Other than that, we've
seen it all before hundreds of times.

Despite the dull graphics the pies we've
printed are about as good as it gets), the
overwhelmingly bland backgrounds (mainly
of the same-tree-going-past -over-and-over-
again variety) and the far-too-easy gameplay,
I actually quite enjoyed Super Strike Gunner.
Maybe it because it is so easy -  I'm not very
good at shoot -'em-ups And the two-player
link-up is quite a novelty.

So is it worth picking up a copy when you
mat  pop in for a bag of pick 'n' mix? Maybe,

•  Jonathan Davies

58%
GRMELIFE
64%

SOUND GRMEPLRY
69%

HERM 6 5 %SCORE:

VERO ICI: Extremely dull and run-
of-the-mill but still quite
enjoyable in its own little way_

50%

111111Me

lie cleverest
'--.(ature the game

is to offer is
at both fighters

tan join together
in two-player
mode, allowing
for nifty multi-
d ireolional
shooting.

D.M.C. CONSOLES
i m m E m m i r  11•11111MIIIMEr -

Ilk R e l e a s e

Game: Super Strike Gunner
Publisher: Activision
Price: Approx. E45
Cart ROM: 8 Mbit

6000, BRO OR UGLY?

6 BEADUD BUILDINGS, THE PARAGON, BATH, AVON E3A1 5LS

W I T WA R E  u a  J A P
CALL

Port s Nialwroye E 42 99 •
F ACC C 4 4  99 -  • • •
Moll° Pool E n  99 C A L L
forodut •  •  E d 4  99
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WAAA, PAAutt C A L L  £ 4 4 . 9 9
Mo..,, Knit E 4 0  99 C A L L

E•C

THE RELIABLE N A M E  I N  MAIL ORDER

C39 99
CALL C A I  99,y9,999K9

51.n. CAmot 1 4 2  99 . .
Too Goo, E 3 9  99 C A L L
5cood, N E V  99 C A /
Doak cAngoo C A L L  C A L L
UN Sopod/on E A T  99 1 2 9 9 9

COMING SOON!
STAR WARS, RAMNA
KITARO'S ADVENTURE,
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X-MEN, PSYCHO DREAM
•  M A N Y.  MANY MORE •

SO CA!'

P9AnOWAN
SoLIA NE5 555At ,,7•Ac, E 9 9  00
5.r,,NESJSAl-PALAL 0 1 5  00
$9po•tc9.e 6 MAI E 4 9  99
Anglo, kw...4
ASCII jo,psd E 1 9 9 9
919cAo Sr2 .loyoki C 5 4  99
HAli 5F2 k o , c  C 5 9  99
Cop. .  5,2 Lovocit E 6 9  99
Pal Booloot C 2 4  99

NOTE
All noon. cod 69as ono Irodmin

rewoo, comm.
Pr KA, may Ocoee dopeodo9

en4ketnoe nAri

TEL/F/Lo. kw22,5,) 411 2 5 3
Come and YiSEI us at the shop 10am 5.30orn Mandey -Saturday. V I S A

Please odd cl P&P per game and it 0 for consoles KANE). 111 . 11 . 1 . 1
We also stock, tiegadrive, Semeboy, Hee GSA Dernegeor. Turbograti 16, lynx, PC Engine &
Mega CD. Please call for excitability. Please make rbenves, P.O.s payable to DM( (consoles,

Soul0lazei-
1 A , • • •  . . . .

' ' ' . 4 1 4 1 . 1 t I L S I M a r l

SOUL BLAZER

tr,r  I I  4 -  S u p e r  M T ! .
LY 2 6 5 . 0 0

m e
.2 P&P

. . . P i ,  M o g i ,  6 0 f l i e  C o n  i t ' l l . .  L.
&maybes indtes. ,  • d o v  lid

(Hiding in that corner won l get this
review written. Jonathan? Fr i )

rn 1110Dba:
The Super  Magic  G a m e  Conver tor
• The super MogK Game Convertor allows Americon ond Japanese games to be played

on the offtcial UK Super NES.
• Alto allows offictol UK goinei to be played on the Japanese or American Super NES.
• Sturdy CartridgesNaped design.
• Instructions supplied in English. French, lealion and German
• Fully compatible with the European Super NES
• Es-en runs Piloiwings, Zelda Ill and Exhaust Heat which some lesser convertors cannot.
• One convertor does it all. What are you wolling for? Order today.
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What do Home Alone, Pit Fighter

and Race Driyin' have in common?
Yes, they're all rubbish. But also,
they're all by the same American

outfit, THQ. Not an encouraging
start for James Bond Jr...

In fact, the only moderately attractive section of the
game is this other parallax scrolling blaster.
Unfortunately, it's also boring to play we've seen its
type, though much better done, so many times before,

I can't decide if
it's Dun, Bixey
Dr Brains this
guy reminds me
of. but its one
at the Weetabix
boys for sure.
Anyway.
whoever he is,
he's crap. (This
is a platform
section, by the
way I This game is very disjointed - after a brief platform section, its straight into a scrolling

shootem-up (looking very Amiga, circa 19871. without the slightest hint of an explanation.

,ets! * 7 2

Young Jimmy Bond, puzzled by the rathet odd sculpture
carved into the wall behind him. *What a crap statue'
he's probably thinking, and who could blame him?

GOOD, DAD OR UGLY?

US sewn.
Game: James Bond Jr
Publisher: THO
Deve loper :  Gray Matter
Price: Approx E40
Release: Out now
Players: I
Cart ROM: 4 Mbit

Actually, nearly all of the game is made up of these
platiorm antics. Mow, while I've not seen the US
cartoon TV show the game's based on. I have seen my
fair share of 007 films - and this is nothing like them,

vat
i r l  Pd

r•J

Patriotism
may be the
last refuge
of the
scoundrel,
but - call
me old

fashioned - James Bond always
made me feel proud to be
British. It was with horror, then,
that I heard about the US cartoon
based on the antics of his
supposed son - who acts just
like your average Beverly Hills
90210 hero, and has absolutely
nothing in common with 007.
Worse, I learned that the SNES
game was to be done by
developers THQ who are rapidly

gaining the worst reputation in
the industry. There's no nice
way to say this - everything
they've released so far is
rubbish, and does the Super NES
no favours at all.

So what's this game actually
like? Could it surprise us, and
turn out to be rather good? Well.
no. Its lousy, It's also
predictably predictable, boiling
down to a imagination-free
combination of platform game
and shoo•em•np action. Worse,
Its badly disjointed - why the
programmers thought that
following up the tiny first
section (Jimmy running along a
stone corridor) with an awful

and unrelated helicopter shoot-
'em-up was a good idea is a
mystery. The platform sections
that follow are equally feeble.

To be fair, this isn't the
worst action game I've played
on the SNES - that honour

remains with Pit/Wier, another
THU 'classic', However, it's a
depressing reminder that SNES
games can be just as bad as
those on any other system.

•  Jason Brookes

GRAPHICS SOUND GAMEPLAV

GAMILIFE
30%

OVERALL
SCORE: 2 9 %

VERDICT: Quick, turn
the page! You really
shouldn't look at
this. It's ghastly
American trash of the
first order, with no
redeeming features
whatsoever. Burn it.

32% 28% 28%
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PUSHOVER
Record Breakers was always best when they had
attempts on the world domino-tumbling record,
something Ocean have recognised in Pushover. The
object of the game? Rearrange the dominos on
each level so that when you push one they all go,

the Trigger falling over last.
REAL PUSHOVER

Here's the
relatively'
easy level
nine, and
how to do
it.

Just swap
over the
Vanisher
and the
Standard
domino at
the top...

...and give
them a
shove.

The
Vanisher
vanishes.
the
Standard
topples off
the edge...

...and
bounces oil
the
Blocker,
the
Exploder
explodes...

...the
Splitter
gets hit
from above
and splits..

S I A A S A A 0 1 , , I ' t  E 3 0 , ,  T E  A • I A I E N  ' * . L E .

L O A S E I •  , ' I t G O S S •

This Is the stress yes't. M i n  whew rim prm passe.
tt ohms yes stet el the different thowinos leek Me.
Their Noes Meld r e  yes a peed Idea of what they
all is Nikki sem as explaining It all - phew).

Here's the first level. It you can't work this one out,
you deserve lo be pelted with dominos till you cry.

1-474,44, •
opl . • •

etp, t o r '
113reo ,

F r a m  = L A D  , n c n r r y n a l c r ,  r r i r n  r r i r l  i  LICa • ; , , ,  . J n r n n m n i r u f l 5

And -  eeeeeeek! -  here's a sneak preview of level 99,
the penultimate level. We're still working on this one.

_and the
Trigger
triggers the
door, which
opens.
Hurrah!

Game: Pushover
Publisher: Ocean
Developer: Red Rat
Price: E45
Release: January
Players:
Cart ROM: 4 Mbit

UK Release
Nth.J

6000, BAD OR UGLY?
There are two sorts
of puzzle games,
I've lust worked
out. There are 'real-
time ones like
Tetris, where
you've got to think

on your feet. No really deep thought is
required, just a constant stream of shallow
but accurate thinking. (What are you
talkIng about? - Ed.) Then there are ones
like Pushover. These present you with the
same series of problems each time you
play (whereas Tetris blocks appear
randomly), but they're much tougher
problems and some might take you hours
to solve. Er... so there we are.

Although the guts of Pushover are very
simple, everything possible has been done
to make the game worthy of the title. um.
'a Super NES game'. Your character.
G.I.Ant (cringe), is really cute, and well
animated. The backgrounds are all really
well done, too, And soundwise the game is
a gem, with lots of neat spot effects and
some lab tunes_ As for the puzzles, they've
been lovingly designed and the difficulty
increases at a sensible rate.

There are only really two problems
with the thing. First, as I said before, it's
100% pure puzzling_ No arcade skills are
required at all, other than making GJ.Ant
walk around the platforms. That means it's
possible you'll find it really boring -
though most people will love it. And
second, while in theory you could solve all
the screens through sheer brain power,
quite a bit of trial and error tends to
become involved, which can be frustrating.
And third (ciops), there are only 100 levels.
That might sound like lots, but once
you've cracked them all (which will take
you ages), the cartridge becomes
redundant - you'll never want to play
Pushover again.

A neat, enormously entertaining game,
then, but one with a distinctly finite life.

•  Jonathan Davies

8 0 %  8 0 %  8 5 %
GRAPHICS SOUND GRNICPLIPt

GAME70% SCORE: 1 8 %
LIFE otiERALL

II( RD I ( Ve r y  well designed and
coded, and very absorbing, too.
The snag is that once you've
solved all the puzzles, that's it.
(This'll take ages, though.)

orv-77'.-

PUSHOVE

C66
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TENNIS
The first serious Super Tennis competitor goes the
full five sets against the current top seed. It's a
good game, but will it win the match?

Rather than take the
cutely approach as In
Soper Tenets, David

Crane's game tries to be
mom realistic, edeptieg

I  behind-the-player
viewpoint instead.

Yihile this works well
whom yoe're controlling

the tot aground
character, it can prove
to be a holdlcap whoa

you're le the
background. What can't
he dernonsbated here is

the wooderfal 30
scalleg cowl -the most

realistic effect yet for
this type of gam_

Stefan, or whoever ills you're playing, sneaks a deep
cross court shot that gets you runMng.

Below: What can you say
Shout an option screen?

(Weil, you could say that
there's lots of choices
such as whether you're

left or right-handet
which kind of court to

play on._ Oh yeah, and
there's a selection of

opponents in one-player
mode, and a tournament

mode, too - Ed.)

fdliF1

Will II be a great top-spin return, or one of those awful
moments when the ball bounces oft the racket edge?

• Wher a i i .
__,A=ri%eaw

'Ha. that'll make him sweat.' Sometimes the character
on the far side doesn't run quite last enough...

Gamer
David Crane's Aniazin
rbublishev Absolute
Entertainment
Developer; in-house
Price; Approx. E45
Release; Out now
Players; I  or 2
Cart N O W  8 Mbit + BB

David Crane, eh?
Remember him?
That unseeded
player who got
through to the
quarter finals of
Wimbledon in 197

but then got knocked out, never to be h-
of again. (You sure about this? - Ed.) Okay
so he's the programmer of Amazing Te ,  -
and may never have played tennis at all.

What's the game like? Well, anyone
with experience of Super Tennis on the
SNES will know what tab fun computerts •
tennis can be. Much of this is down to
versatility of gameplay i n  a good tennis
game there's an almost infinite number of
ways to take or return a shot. For much of
the time Amazing Tennis is strong at this,
but occasionally misses the mark quite
Widely on a number of points.

So what's wrong? Certainly not the
graphics - the game is good looking and
fluid in play. The animation is also great -
the players move well, hit the ball with
flair, and run beautifully when chasing a
ball. And to cap it all, the 3D ball movemen
is very accurate. Though it could do with
more COlottr, this is a great looking game.
Sound effects are tremendous too, boasting
some of the best sampled ball-bounces
ever, and the action replays are a treat.

The downside, however, is not only
obvious, it could have easily been fixed.
Because the action is viewed from behind
the player, seeing where you've got to SOTV
the ball to is tricky. What's even harder,
though, is being the player who's at the far
end of the court. Serving and receiving from
that end is tar too tricky - you can't see a
damn thing.

Despite these shortcomings, this is still
an enjoyable game - it's just that a better
one is already available on official release.

•  Jason Brookes

UND GINEPLOY _
8 2 %

DIJERP. n
SCOf O U  tO

IJEFIDIEr Extremely polished and
••  le tennis game, featuring

'vaned 3D effect, though
ming from a restrictive

viewpoint and simplistic trameplay.
per Tennis is still the champ.

78%

8 5 %

GOOD, BAD OR UGLY?
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HOME MAN
If, like us, you found yourself cheering on the bad
guys during Home Alone, you probably weren't first
in line to buy the original game (reviewed on page
49). Is the sequel any more tempting? Somehow the
answer seems inevitable...

.w,

Not exactly
pillow talk,
more a pillow
fight. At one
point Mac
comes acres,•
this odd
bedroom
scene...

Make it through
the foyer and
you're at liberty
to wander round
the hotel.
There's not
much point,
though -  there's
little oil arty use
to find in most
of II -  and you
might as well
head straight
tor the
basement...

1111111111111111111111

Make it onto
the balcony
above the
foyer and
you'll find this
superg on. (A
refugee from
Desert Strike,
perhaps?)

US Release

Game: Home Alone 2
Publisher: THO
Developer: Imagineering Inc.
P r k e :  Approx. E45
Release: Out now
Players: 1
Cart ROM: 8 Mbit

Here we've joined up lots of pictures to create a panoramic view of the hotel toyer_ (Or a part ol it, anyway.) Impressive. huh? You can go into the shops if you want, pick up
bits of pizza, find weapons and collect bonus points. But watch eut for killer suitcases and the hotel staff!

4,

1 1 1 1 1 . 1

In the bowels of the hotel
you have to face the hostile
kitchen staff...

•

...lot to mention come
op against this leas-

than-friendly chief
security guard.

Most of the
hotel side of
things seems
to revolve
around these
lifts. You can
safely ignore
everything
else.

Asamsets=miormmoMMEJNIMPlik

film Home n e  2

l e i  t h e m  s n ' t  been released yet.d I've absolutely no
tention of going to see it

en it has been. Playing
the game has done

hing to change my mind_
While in the original Home Alone

MacCauley was indeed at home and more or
less) alone, this time he's not at home, and
certainly not alone_ He's lost in New York -
the film is actually called Home Alone 2. Lost
In New York- and he's being pursued by
hundreds of baddies ("everything from
Central Park muggers to sewer rats' -  though
some mightn't consider that to be much of a

L . 1 .  M M . .
mils VONT TO PUN

four levels - a hotel, the
park, a house and the street -  and the object
is simply to get through each one, while
collecting things and dodging baddies. This
is a little more imaginative than the first
game, where you simply collected things and
stuck them down a chute, but Its hardly
likely to win any awards for innovation,

That wouldn't. matter if it played okay,
but it doesn't. It's very easy, for a start, and a
really committed player could probably finish
it in around half an hour. Any difficulty there
is tends to come from control problems.

Inc.redibly. I think I actually preferred the
original game.

•  Jonathan Davies

GAMIER
26%

4 9 %
GRMEPLAY
47%

HERM
SCORE: 3 1 %

ERDIET: Really dull, really
unimaginative and extremely poor

, value for money. Buy this and
u'll be 'Home Alone 2' -  your

y won't come near you.

Marge t i $ 1 1 • 1 1 T h = 7 , 1 7  e l. 0 7 4 1 1 1 1 . 1 t O r l l e g i l l i t
id lea cartridge.

E66
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R A C E
PRIV Ne

Race Drivin' is a conversion of the blindingly-fast, 3D filled-
polygon driving game coin-op. But surely the Super Nintendo

can't do blindingly fast, 3D filled polygons? Erm... ah.

ReMeMbEr illOSt luop-the-loup 0,,ngsu s e d  iu send your Matchbox cars I .•
Well, now you know how they felt. Just hold accelerate and • • breakin0 revis

Don't go over nurituudoK bridges — if thai
are - too last, or this tends to happen fie vl

mey
ash).

(You're 4;
the car ot. . .wo wheels 3-,1

to be stark raving bookers to choose a
manual car - the gear-change controls are awful.

Game: Race Drivin•
Publisher: THO
Developer:  in house
Price: Approx, E45
Release: Out now
Players: 1
Cart ROM: 4 Mbit

US Release

!not nere is to make like James Bond, tip
the wall of the tunnel. W0000sarughl

Hurrah! Oa re norne in time tor tea.

f ,arxD t h r i n •in the
arcades is
great - just
like owning
a real car.
(A Montego.

for example.) But one doesn't
play it too often, panty because
it's so expensive_ So, wouldn't a
SNES conversion be a good idea?

I found that most people who
played the game here in the
office went through three stages;
1) The 'Crap Graphics' stage. It's
becoming increasingly apparent
that the SNES Is never going to
be great at this '3D polygon'

•

business. (Not, at least, until the
new Argonaut-developed chip
arrives.) Race Drivin's graphics
take the SNES to new extremes of
awfulness, though. The frame
update is devastatingly slow, and
gets even slower when
something complicated happens.
You won't appreciate this from
our pies, but you wi l l  see how
crude it looks_ In fact there's one
bit - a sort of corkscrew - that
just consists of loads of jumbled
up grey polygons flushing across
the screen. Luckily, hold down
'left' and 'accelerate' and you'll
get through okay.
2) The 'Hmm, Maybe It's Not All

That Bad' stage. Once you've got
used to the graphics, which you
do eventually. you'll find that the
actual driving business works •
okay. Not as well as the coln-op,
but it's still pretty good fun.
3) The 'Tch, What a Load of Old

Cobblers' stage_ This follows
about 20 minutes later, whPn
you've been round the three
courses a few times and got
thoroughly bored with them.

•  Jonathan Davies

filIMERRY

52%

()DERMA_ 3  5 70SCORE:

D E R M A :  X-cer t
graphics, all rightish
(with stress on the
ish) gameplay but
zero lasting appeal.
The 'moo' when you
run over a cow is
nice, though.

6RRPHICS SOUND

2 5 %

bRMELIFE

22%

31%
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ARCADE SOFTWARE
87/90 SHOPPING HALL

MYRTLE ROAD.
EAST HAM, LONDON E6

WINGS II (USA)
SUPER DOUBLE DRAGON (USA)
AMAZING TENNIS (USA)
SPINDIZZY WORLDS (USA)
BUSTER BROTHERS (USA)
FACEBALL 2000 (USA)
BLUES BROTHERS (USA)
STAR WARS
NBA ALL STAR (USA)
HOME ALONE 2 (USA)
X-MEN (USA)
DUNGEON MASTER (USA)
IREM SKINS (USA)
GUNFORCE (USA)
DESERT STRIKE (USA)
EQUINOX (WM
BEST OF THE BEST IUSA)
ROAD RIOT (USAI
TERMINATOR II IUSA)
ROCKY & BULIWINKLE
BULLS VS LAKERS
NFL FOOTBALL
MAJOR TITLE (JAP)
FATAL FURY (JAP1
MICKEY MOUSE (JAP)
FIST OF NORTHSTAR (JAP)
TINY TOONS :AP)
Fl EXHAUST HEAT 2
MARIO CART (USA)
AXELAY (JAPI
SUPERALESTE (JAPI
SOUL BLAZER (USA)
STREET FIGHTER II (USA)

E43.99
E43.99
£43.99
E43.99
E43.99
E43.99
E43.99
E46 99
E43 .99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43.99
E43 99
E43.99
CALL

E38.99
E38.99
E38.99
E41.99
E48.99

WILL WORK WITH OUR ADAPTOR ON
YOUR UK MACHINE
El PP PER GAME

TEL: 081 470 4313
FAX: 081 471 8900
EVENING ORDERS. 0831 193 630

7 PM - MIDNIGHT
SUNDAY ORDERS: 0831 193 630

10 AM -12 PM
MORE TITLES PLEASE PHONE

We discount UK Games
visit our shop for Money

Saving Bargains.

WANTED: Used games
-Best prices given

UKADAPTOR
WORKS MARIO KART

E18.99 + El RP

CREDIT CARD ORDERS
mom
VISA E51

THE ONLY MAIL ORDER
COMPANY OPEN IN THE
EVENING TO TAKE YOUR

ORDERS.
PHONE NOW: 7PM - 12PM
EVENING TEL: 0831  1 9 3  6 3 0

SEND CHEQUE OR POST ORDER
TO: ARCADE SOFTWARE AT

THE ABOVE ADDRESS
Shop pnOes may vary.
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IJ
her what
month?

ell, to cap, we
off on ur quest,

a cells*
scue Princess

Zelda, visit a  town
e Eld ,  wont
he Ea Pala

ddies, took o
boss cheroot

collected a penda
went to the D
Palace, found the

Power1Glove, collected
tw more pendants,
foui ht glarit wor

got tr nsformed Int a
rabbit-

Tower Of Hera,
grabbed the Mon

Pearl, tHrered e
t iMaster Sword, fought

II wizard Gana-
nd got ourselves
eleported to

m e  ous Dark o r

I mg-
, D a r k  World

O lieu epgast tem park World ontep el a strange tower, placed in
the same spot as the castle of ityrele
once stood. Suddenly you receive a
telepathic message from the Elder,
telling you about the wizard's evil plan.
After his, go to the asternper
imp, Where Dungeen 1 Iles.

ibff TT,  o • •

you way you will meet Kilki
monkey! Don't hesitate - pay

him anything he asks for and he 

When you first enter the dungeo
are three deers to go through.

left one. Mier going down the 
appear. In the chest is a key - take It.

New go through ttie right doer,
where there is a warp. Keep stepping on
warps until you enter a mom with a tile
on the wall. Press this tile and Zelda
tells you that sho—Wieloglilid at Turtle
Rock. Step thr t h e  warp after
pushing a block, d  warp back

e  This little blue guy is Kik i the monkey -
be can easily be bribed iota -

•

ugh the middle doer
e nest as well. Step De-

plate and run on up the stain; as

down. with the middle plethora.find
the assorted creatures 

bell with an arrow too.
mid exit.

You'll find yourself le
lithe set of skulls on Me right, thee -

the lop right Statue onto the
switch. Now quickly dash through and

the room. You now face the
;se monsters! Shoot them with

and leave.
Nen past the spike and hit the
whichI  drop the
to pass. Where do you go nest?
ors en a postcard to Super Play

the usual address. (No, I'm only joking!)
d really dais shoot t h e _

croon w i t h  an mow
111111111-e staircase.

Now you'll find that you're stuck, so
run back up to the list floor, go lathe
middle platform. then push the lower
lock tb the left and exit from the lorile—

door. Then bomb the middle of the
plationn! No. I'm lip totally j u s t
get oiiwllhltt

Jump down and ump demo
press the button, get the key w imp.
ilkow go all the way back around again!
Ms  time don't jump but go through the
ass. litre lies the Big Key! Grab it. jump
to the tight and warp back to 1F. Now hit
the ball with your arrows and go ap back
through the laded doer—Mewl_

Okay, now what you've got to do is
non along the path and go right. Head
down the right stair and get the key.

_Mew go back up and go tett twice. You
should now be in a dark room. Head
Lewd lets fat right of the room and

blew uti the wall with a bomb. Open big chest and grab the Magic Hamer
(yes. really). You can use this hammer to
pound the pink things into the ground,
so go all the way back down and whack

—those pinkies! Shoot the balt with an
anew while standing by the wall. Go
left, heed all the way round to gat to the
warp, then push the lop right block

win. Warp, and gel yourself rearVIS
fight the boss!

F-k•I B o s s  of•

This boas resembles a giant masked
lizard thing. You'll used to blow his
mask off with bombs and fire arrows at
his head. Don't worry, he's not to
difficult to knit

met t

•



, w

ID, so
to the

lower
elimer

the
-  lust

again,
d warp.
again!
ugh the
b it, lump
• Now hit
up back

deli

Id
n the

ammer to
round,

Mink
a n - -

I. Go
el to the
ock-

ett
Ills
ows at
oo

the Ward

-  after grabbing
in size, while a
end ICII3 you le
being held ca
Dungeon 2.

poll co
Tol l  see

die crystal
ers, thanks you

moo other gide aro
• Venture onward to

ck
other

Dungeon 2 lies in the south el the tem
and that's where you've got to go rest.
illowever, once you reach the Dungeon,

.11111 lot enter at wee. First, warp to the
Light World, using the MITTIN, and
release the water by pulling t
hand lever. Step into the mist

Mill eater Dungeon

f lu  Tfo011
As vou can see, water fills
passageways of this dungeon
bought the flippers trom the
segment of the map in The Light World -
you'll be a bit stuck otherwise. Now
climb up the broken ladder and head up.
Atter *Ming the beasts, a chest wilt--
appear with a key Jo it. Open the door
N I  head down to 111.

Straight away you'll see a secret
--polloge on the left, dawn which Iles a

treasure chest which contains a map!
Pick up all the pots and under one you'll
find a key. Open the door in bottom
left of the room Ides&

In this next bit you'll be fpcud by
load of baddles. First kill there skeet
head down the stairs and up into a room
which contains a key. Go back and
unlock the door. In this room is a secret
passage, which contains a bomb and a
rupee. There is also a lever. Posh the
lever from right to left and water VIM
flood the passageway, enabling you to
climb the broken ladder. Now you're in a
room with the big chest in the middle.
Head through the bottom exit.

Now walk all the way round
clockwise, and push the bottom block
left This reveals a compass. Go back
Into the big chest room and through the
bottom left exit. Run through this room
end grab the key from the room above.
Go back round to the big chest room and
go through the top right exit. Hit the ball
and push the switch. You can now swim
over the unmovable blocks near the key.

After heading left, push the bottom
block left and the middle block up. Head
up the stairs to 1E. Here, it you tall down
the lop lett hole, you will land next to a
treasure chest containing a red rupee.
you fail down the top right hots, It leads
to a passageway contailleg the Big key!
Now go get thatChest!

C 9 C t  t
The Hook
skulls (and
eim be very
across awkward gaps.

Hoo S h ,
pires pelf onto

other Minis). this
for you to swing

Fire across to the right. in one ot
the skulls isa key which lets you open
the door at the top of the room. In this
rimm you want to push the statue onto

' t h e  switch, then go through the first
door on the right. Fellow the passage
round, then push the lever.

This drains all the water, and allows
you to collect-him treasure chests from
the room below. In the room above, it
you go through the stretch of water
second from last on the right it leads to
a staircase, taking you up a level.

Here you are very near to the end of
this dungeon. There is a secret passage
at the top of the next room which
contain hearts, bombs and magics blch
will help you with the boss, so coIlet
these. On the right is a key which wIl
open the door to the boss.

1

The boss ts easyl Use the Hoek Shot to
grab hi minions, then swipe at there to
destroy Nom After killing them you'll be
able te Illemit the main body of the boss.
When lie1edeard, grab the crystal and
head for Dungeon 3!

COOL i  telt
ing back to The Light 1114011.

you may want to stop oft at the grove
near the town. Here a bey WM give you a
shovel. Warp back to the red timid, and
dig at the top left of the grevie—.You
should now come across a e ls .
this at the stable in the middle at
low and a bled will appear Wish
take you anywhere you wait!

FinOing yo,
' riong

To get to Dungeon 3 you must find the
warp I I  u s e d .  NI .  under a stone
near u u S t h 5 I N 1 l e 1 .

Dung
"  Right, you're almost in Dungeon 3.
lu r  Shoot the worm coming out of the
skull's mouth with the Fire Rod found le
one of the other dungeon entrances 1111
the wood. This will allow you to enter.

When you first go into the dungeon,
—  you will need to go all the way round the

passageway so you can collect the key.
After getting the key, go through the
locked deer.

A n

To get to the third dungeon, cross this
river using the Hook Shot. Looks like it
didn't mut this time!

ke your way slowly round--
the b e i n g  careful not to tall in my
pits. To gel out el this room you'll need
to light all the torches with the Fire
Rod, making sure none go out before
you leave the room. To get out of the
next room you'll need to hack at the
vines at the top at the screen. The key
you need to escape from this room is

11 bold by the Mummy. Fall down the
lithe next room.

ttIflttht_! Du
Boss

To kill oft Mk y o u ' l l  t o  use
the Fire Rod, w h e n  that s e t ,
attatk it with your sword. I Mond this
boss soy hard, so keep on being!

Dungeon 414 located in the tows.
To enter tilmoidungeon you need to

pull the statue's pitchfork in the centre
of the town.

Once inside, your best bet is to
wander around a bit, collecting
everything from the various chests
dotted around Al. Then gellerbegh the

-
Fled the statue In the centre of town,
then poll its pitchlotit to continue!

locked door usil the BIG KEY. You
should now be in long corridor.

Grab the key rsm one of the skittle,
and unlock the diet on the bottom left.
Now keep on going to the left until you
reach the end of the corridor. Go up.
collect a key, and open the locked door.
Hit the switch on the bottom left and
walk to the right. Place a bomb in treat
of the bar then pick it up and throw it
over the bar so it blows a hole in the
ground. (This allows light to shine
through!) New genii the way back down
and through the door with the block in
front of it. following the passage until
you see some stairs. Go down them,.

Now deleat aft the enemies in the
room (easy, eh?) and go left him down,
then finally go right. keep going right
until you can see what looks like a
prison. Simply walk into the locks to
open them. BUT BE WARNED! The
woman in the cell is not a woman -
she's really Blind the Thiel, this level's
boss character!

Now use the key in the cell to open
the locked door which you saw on your
way there. In there is the BIG CHEST!
This contains th Titan's Mitt (yes,
really) which e y o u  to cans heavy

stones. Now go back up a Myer and
enter the boss' room (you do have that
Compass, don't you?) where the cote,
innocent, lovable little girt will mutate
Into evil villain Mill!

Ing B Ind the
ml

To Algal Btlid, you lOUt hit him e
head. He's really net tee hard. so you
should be able to finish lm oft pretty
quickly! Now you've get s make yew

way to Dwirin R.

Underneath
back to The

To

e411111111

a warp! Take

nd enter. tillm you need

•
To get past this wall. telepod tithe
light World, walk up, then warp back

set fire to one of the ice monsters
hidden on the wall -  use the Fire Rod
One of the blue electricity creatures
holds the key to the nest room.

Press the switch to open the do
, the next one after that. Then you'll n
to push the middle block to the right
go down. If you defeat all the penguin
(use the Hook Shot), a chest will appe
containing the compass. Now push th
block up to go to the right. Exit the room
through the left door, pushing the block
left so you can go up. In this room plant
a bomb next to the ball, and run atoll
the blocks quickly. Now bomb the
centre of the room and drop through.

When the skeletons drop down,
them with your sword and plant a brim
on the remains. After you have killed
two skeletons the door will open. A blue
creature holds the key to the next room
- don't hit the crystal bait! Now go down
the stairs, after passing through the
next room, and kill the creatures with
the Hook Shot. Make sure you watch ted
tor the massive spiked ball in the next
room, though!

Okay, go through the top door and
Mil through the hole, go through the
door on the right, and use the Hook Shot
I .  swing the gap. Go down and then no
the stairs, use the
Nook Shot to swing
across the spikes.
then press the

•  across
crystal

increases

I hope you

Apk Dungeon 5 is located in the
1M, bottom right half of the main.

1 Re_wever. to enter it you must warp back
to The Light World and pick up the dark
stone in front of the Pool Of Happiness.

•



rt•

tch and t h e  key. Do t h e
stirs and destroy the skelet I s  with a
b .  Then hammer the pin things and
II the  block op, pulling the dot's

to gee to open the door - lb swttch
will reveal a chest. Go right nd up the

;

stairs. In that c est is the Bi Key!
(Still with ix ?) Okay, no go all the

wary back to th spike room I  through
the door on the eft. Keep o going left
and down the stirs. Blow it the floor
on the left and all down. Cr b the blue
armour (great c lour scheme!) horn the
big chest and g4 right. Now go through
the locked door and down the stairs.
Walk down and o  right. lilt the ball and
go back up to t e door, whici you
needed the Big ey  to open. Now move
right - you'll M o  ut the switch o p e n  the
doer under the lop right skull . Co down,
then left Move 'with* stairs and
through the do .

Right, 110M here you need to go
back to the big e s t  so you can push
the block in the next room down the

bole. Now drop ttrIugls your;11

I and
pea the block nto the sat .  Go
arbizgli the op door,  pull the right

ue away Irofis the pink things and
r them d4wn. Underneath the big

blrck is a hole. Drop down! (Honestly.
Is does all m4ce sense rt you're

jig the )

' I lig,e011 ti•

11 !  Dungeon S IS beast( li the EvilI M ien  as the desert on The Light Swamp -  this is in the same_
W rid. To get there, use the ird to take
I  t o  the desert in The Light World,

you'll rind a warp und r  one of
t o n e s . Toentertheduneonyou

to use the Ether Magic (Which is
Is f o u n d  on top of Turtle ock in

Light World )
When pu s . t . r  the doormen

E A I I (  on n

block (usin the Cane Of U s  the key to open the lock
turn on the switch in o o f  t h e  first big min - you can g

on B2. but be quick I I I  t h e  creature you'll find
(once you've killed him o f

co , .  Ti get tie key from tie mitt

4  , stand aura from the le r e d
. Now shoot the hail with an l ima

an then push the lop block n  the left
G e t t i n g  t h e  b e t t e r  t o  the right! Take the pipe omj the

M i n g  t i e  D u n g e o n  5  t h  L e v e l  B o s s !  b o t t o m  right midi exit, take tle right exit
This bosesetsihies. v4elt. a sort a n d  then go out again.
giant blo with eyes! what you ha • to K i l l  the bouncy creature md grab
do is kill 411 the little ekes lint, an t h e l k e t t .  Open the door and go through
then attacjk the big on Yo u  only t h e  pipe to the Dig Key. then lake the
to finish I oft with you sword, so s  p i p e s  all the way back round o  where

not very d Ificult.! o t h y o e e u l t s t w a l  ea:1,70:711:y: rbeekaomutbhreeastl.etitoeIdown bi I )1 I la t t. o Kmani 1 1 o fd
the room and go out.

Go to the rl t  and enter Place a
block and grab tse treasure tom the
chat. In there i a  shield, wtidi you
Cl use to retie I  the bolls B ed by the

e e y e  I Go up, thr g h  the loched door,
selt the gtoo a enter  the r4omn. Blow
.  o n  the right and top of
the W S W  go through the tight one.
Pul the tuft idol s tongue to enter a
tie i r e  room. f te r  grabbing the
r n i t  and go up.

Shoot the b II, grab the hey, open
tile locked door, then take II red block
am nd the maz and press thje switch.
Aft a l l  that, a  the a t  the- —
be am. Run thr ugh the next two rooms
an plant a bon4 at the bottji. Exit
am re-enter. No g o  back a g r a b  that

el
When you wive at Turtle Rock, use the F i n a l l y ,  old ck the door t h e

; Quake Magic, and this will open up the k  y o u  found in one of the chests,
me e your way round the room and

e sure you ick up some d i c i o e  Of i t h e  Turtle s left nipper lor a good, p r e  r e  to fight the end of Dungeon T

Ti e a t t h e b s s y o u  need
Fi Rod (veer hjuldy thing, t
Rs t o  break il s shell. Afte
at 'I with your sword! Now grub the
crWstal. Well d -  you've only got
three more te gel

you'll need to Hook m o s s  the
hole. Kill the four wim ds that app
pass through the next a m .  That's
the help I'm going to gtve you on th
level though - I think live been m
than generous with you so far, so let's
see how you do trying o get throug
this dungeon by yourset, shall we?
However, est to make BUM you don
get roust ck, here are

hints to str you three
•  Me big hest coital
Sammie, 4 magical Ito
you to cm to blocks.

ey is in a ch
or, to gel it v
hove.

•  Always se on the loo
passagew o n  02 -  it'

-1111pertent to complete

•  To mak
appear, I
It's not

E

some handy

out for a se
vitally

the Cane Of

1 1  which ena e
n

a certain passageway
It torches must first be II
easy as that though-
ate rooms!

Ot t r i t '  , t n  7
ark So here you are, i the  very I
Mill stages ni the gamnje. about to t ke
on the evi) Damon (the ig  baddy fro
the game), and rescue once again!
Princess Lela. Howe4r. to do that

hl

first you' going to ha e to get to
Rock! (Tt  Ito be Mu d at the lop
the map.)

Belote you set off, though, this is a
good time to make siir4 you're
completely ready for this final stag o f
the quest. First oft, it' WAS* to buy Iwo
blue potions or (if you an't afford them)
two green ones. They'rje essential ta
your guest. You'll also wed the Quake
Magic from the top rig4t at the map in
The Dark World.

To make the warp ço Turtle Rock
appear, you need to hi the stumps in
this order right, lop and, finally, teft.

Turtle Ho' Finally, make sure you pall

Sit b o y  some
the nal stage o

otions to be
your quest.

going Ihrough that do
containing a map an

tar end of the room.

ady for

•  Make so
blocks.

•  The mai
walkways..

final
Zeld

ve rescued

, bet he am'
lithe ice Ho
sword. Mt
he Ice Head I t
it into a sn e l
Ills stomas

rest u

tido for the
oat time n  this game anyway). but

before you finish the pa e  you have to
find and li ht Canon in is  tower! This is
at the lop
there the
and you'll

Since
game, I'm
how to c
give you a ew handy ti•

the map. e n  you get
ystals will a k  the barrier,
e able to g

is is the d u n g e o n  i l t e
at going Is ell  you exac
late it, but once again I I

is huge, so you're not
mpiete it all that last ev
That bet t e c a s e ,  take

na t h e r  too
leer touches

your way

Taking out
ancof-ga

When you Inst meet h
wizard form -  in other ty
exactly the same as the
you've taken him on. th
being that he's much in
than he's been before.
he will fly t o  the pyra
of the map

To fig Canon agai
have to fol eve him. Bet
him, howe or, n e
Bomb from the Bomb S
blow up a ole in the p
a pool. Tb w  your bow
it to recei t h e  silver
will help y k i l l  Canon
himt I a s i time!

Seven that, thug
to tell you h a l  to do.
right then, one warning
keep the b u r n '
got a hope of completi
you don't.

Anywa a l te r  you
you'll rece e  the awe
And that's bout it -  yo
finished th game!
Well done. Now
when's Z

ts.

to s h  o u t - o f -  s e

Is W s  I

In which yo
Start from
own.

non, t e
boss!

. Cason Is I Ms
ends, he lo s
other times
difference

re powerful
fter this fight
id in the court

you're qnii t o
re you go to

to buy a Super
, and use it to

toside is
id arrows loto

IT01113! Th

when you ha

, I'm not go
a ha ha!) O a l l
Always try
-  you Pr
the game

of eat Canon
of the
'en finally

if

1.6J

pi

•  The big
Bl. Howe
the room

•  Create
Somarial

1 located
u must tall

tie Dung
Her!are a few pntstogely
Duo'

sn  7:

y 0 tsi

•  C t  blocks mite the qu
to k e  a messier black a

c a n control!

om •  I  open the door in the top h i  of
1F, you'll need tii light some b u s
wh r id ing the block!

,r, two
a key, lie

IrtIttellgr'n11
This boss y  look b
Freeze the I re  Head wi
and hack i t  with ye
that do th opposite to
will now e glade and to
Destroy it h i t t ing  it i

•  This tow
going to c

your time.

•  Yee nee

•  There is
must ligM
top and

I reveal ma•

coming ou , eh?)



MANY USED TITLES IN STOCK,
PHONE FOR DETAILS

VISA (MAIL ORDER ONLY)

*  OPEN 9AM --7PM NION - SAT *

tr411' *  FAST EFFICIENT + FRIENDLY SERVICE *

IICW.* ALL GAMES SENT OUT FIRST CLASS *

*  RECORDED DELIVERY *

*  NO CLUB TO JOIN *

*  ALL TITLES STOCKED *

rfr  *  PART EXCHANGE WELCOME *

*  PHONE NOW GIVE US A TRY! *

*  ADVANCE ORDERS WELCOME *

SUPER NINTENIX7oi
. ,  , t  ••-.FR N i i r t r m i n

•i•ITTEIGIITtit l i  1 6 9 - 9 9
• ‘4.1. CoNvERTER  1 4 . 9 i

•  4 4  95
saGHTMAIE ......... .. . . . .   4 4 _ 9 5

I 10AIM _ 4 2 . 9 5
.... I, ittioninis 4 4 _ 9 5

.14 riz Itixic. 4 4 _ 9 5
• 1,,1ItiaLs  4 4 . 9 5

... 1114  3 9 - 9 5
• . min 4 4 . 9 5

'ALLEY RALLY 4 4 9 5
,,•••i cmR 4 4 . 9 5

, kVA!, R I D  5 7 _ 9 5
, 1•Nitm,s7 utuvr 4 4 _ 9 5

4 4 . 9 5
•Hol  4 4 . 9 5

4 2 _ 9 5
I .10.6. st,TAptiN 4 1 9 5
' I ;RIO KART 4 9 - 9 5
• 1)RK) PAINT INc WA N ,   5 9 _ 9 5
• 1,,,mx) MYSTICAL Qt•K•1  4 4 . 9 5
,I7,,,, tustirniAtt .  4 4 . 9 5
I f  (IF THIS SHRUM 4 4 . 9 5

1 • , . 111 ) 1 • ,   4 2 9 5
4 4 . 9 5

, gslA 4 2 . 9 5
, 4 95

• 'EY •IT_IE41, •
,

.14

clEGADRIVE
I•K laRiAININE +  SONIC 1 2 4 . 9 9
p.T. isitAAINOVS. +  SONIC. 1 1 4 . 0 0
ALIEN III  3 4 . 9 5
AQI •ABATIcs 4 4 . 9 . 5
AtoMIC RUNNER 3 2 . 9 5
BATMAN RETURNS 3 4 . 9 5
BULLS VS !AKERS 3 4 . 9 5
CHUCK ROCK 4 1 . 9 5
CORPORATION 4 7 . 9 5
a u  DC BUSTERS 1 9 . 9 5
DESERT STRIKE' 3 2 . 9 5
DRAGONS FLIRT  9 4 . 9 5
IHINGEONS &  DRAGONS 3 9 . 9 5
EL 'ROCUIE1 9.0CCER i ' l  95
FUNTS-PONB 3 4 . 9 5
coos 3 4 . 9 5
Glit-Es00.5 3 2 . 9 5
HELLFIRE 3 2 . 9 5
INDIANA JONES 3 4 . 9 5
iro-my90.4 3 7 . 9 5
MEIR-N 7 9 . 9 5
MICK AND MACK 3 4 , 9 5
mEGA c is  Rom 2 4 9 . 9 9
JAP MECAINIIVE  9 9 . 9 9
poli.kit MONGER 3 7 . 9 5
PREDATOR II 3 2 . 9 5
RAMPART 3 4 . 9 5
k()kl) RASH 2 9 . 9 5
polliNo 'tni•snrst II 5 7 . 9 5
sinr. rocKtrr S . 1 . 9 5
SMASH I V  3 4 . 9 5
SONIC r,  5 4 . 9 5
ser.r.orma. 8   .  ..39.95
SVILATTEINIOUSE  3 4 . 9 5
STREETS OF RACE II ( I t )  mi , , •• / 3 9 . 9 5
M 'PER HIGH IMPm-I    3 7 . 9 5
M 'FERMAN    i  I .95
1ALESPIN  1 2  95
TAZMANIA ... _ 3 4 . 9 5
TERMINATOR   3 4 . 9 5
mi l  INDIERfoRk i i    i  4.95
INVINTED HIPPER.. 4 1  9 5
WORLD Or K ik  1.31, •l's 4 1  9 5

All consoles carry a 12 month guarantee.
WE ALSO STOCK NES, MASTER SYSTEM, LYNX SE 4E0 GEO

CONSOLES & GAMES0525 873573

ULTIMATE SOFTWARE
4 Rylands Mews,

Lake Street, Leighton
Buzzard, Beds. LU7 8SP

Tel: 0525 852934
Fax: 0525 853618

Mon-Sat 9.30am - 7pm

SUPER GAME
CONVERTER £8.99

Play US & JAP games on your UK
SNES. Highest quality converter

(cased wi th  instructions,

AktiA9
444404EG SEWE
WANE,
▪  L,WEEFEEE
W s w
rmAme6m.
co•rim 3
ECKX % E n v
•  E E r r
DEEM WEL/9 MED
9m313 W E W E  r - O K E
W M . _  2 0 0 0
013A, 63.341m3 2

twtomv w I r t  CLEESS
m o t  l u m
400111ALL

I ICC
6491161 FEWESWEs c
(AWOKE

-  -  -  -  -  -  -  -  - -
A3C94 Pmk• 3 9 9 9

44 9 9
39 99
39.99
24.99
39.99
37.99
3999
39.99
39.99
39.99
39.99
39.99
44.99
34.99
39,99
39.99

1939
3999
39.99

•EthiES WEND 491e 3 9 . 9 9
. ▪  991D EEC 39.99
ousres 701'31-KUM 3 9 . 9 9

hoWEIS 3 9 . 9 9
91411,0 3 9 . 9 9
sERTEE/E. W914 3 9 . 9 9
EWEC SWCED3 9  99

MEENS41WS1 3 9 . 9 9
D-t oF ots won1.0 3 9 . 9 9
KE4 IOLEEE GOLF 3 9  99
ELOEW4GS 3 6 . 9 9
. 01,10C 3 9 . 9 9
40ELA OUS 2 4 . 9 9
••vvf Acnort FOOTIVii 1 3 9 . 9 9
.1011570E 3  3 9 . 9 9
A x i s  atmem 3 9 . 9 9
m u  p o w  3 9 , 9 9
wawa' 3 9 . 9 9
w e t  E4449 EasEEEE 4 2 , 9 9

4999
39 99
)7 99
44.99
39.99
39 99
39 99
39,99
39 99
36.99
39.99
39,99
3999
36.99
42.99

091369.34T39 2
MEE AWEEEELSIE U A W
MEE EWTEEN94
SUER EsOUELE
SLEEP 54449.l v
kEEER CW415 14 0EC613
MESE GET 'MAO
SUER SOCCER OVIEF
%ME KEIESJEk
SW CM
soumArs
mar 0...931901
wtarrs Dom
M P  W e
1.,.9-131s. EN ?WE

MAIL ORDER HOTLINE
0525 1152934

1

TRADE ENQUIRIES
WELCOME 1

rcJi'1501111
1'4 !Ail !1 THE GAMES ROOM

Uni t  I  7 i n  Shops, E p s o m  M a r k e t
Hall, H i g h  Street,  Epsom,

Surrey 1<119 8TX
Tel/Fax: 0372 744465

Tue-Sat 9.00am-5.30pm

THE GAMES ROOM 2
9 The  Arcade,  H i g h  Street,

Sutton, Surrey SW 1 ET
Tel/Fax: 081 643 9500
Mon•Sat 9.30am-eprn

HONEYBEE MAGIC
CONVERTER £12.99

same high quality as super games
converter but made by HONEYBEE
the ROLLS ROYCE OF CONVERTERS

EA 6 0 0  PEWE

cc
9 SCWOFEW

EC49144
sks 9,11ESTIEhor.,
rcs  2
't rso

110T CHRISTMAS REILLASEI
EEESEECADS
33 OF Est LEST
LES VS WANES

Onr1(
i .5 t3E09  M O V I E
Es4Err STOW
D V,
T IMF KE
ssiAt WAKE,
EttE4 90Eicur
LEELAKSEN
15.5040 'M. MIN
M E  W W I  M E E
PEE SW WES

NV) EWE
WINEVECEE
rc••••.,.

co. 88
SSEWLISE
irELE Gi two
ESELEVAW 4
D09
woms.
W E  EEO ESIEEL4
SW MASWEEN
I I I  111143
IS a rt LA
m5r31663992
"RAS Iv  EWE
Ns EMCEE
ORD 41444WILW EMSEESES

SWETSESIE94.

tEKE WEE
EEKESEPER
DECE WEE
LlECZbEn•
1SE4A
U . S . - '
ommmit
06019990
6rcHmto
(SKEWER
ISIS SEEM,
w w w e i t
LI,LbsEKE
DECEMBER
DECE.8E,
PECEWEP
PKEW44

APANESE FAMICOM TITLES

ACCESSORIES
EPEE CEWE CCWE WEE
WeESEE WOC COWEVER
FEK0412 LEE A39T94)
E w i  EEYETEECE

P I P  PEAGE. Elf7rPrE

36 99
3999
36 99
3999
19 99

••••• V I E
1110.

3999

3 9 9 9
194
IRA

39.99
39.99

144
Ti.,

399.

44 99
29 99
29 99
2999
2'9 99
39 99
3,999
l b  99
3,999
3699
24 9-9

CAa•
39 99
29 99
7199

99

899
1299
1799
 399.9
39 99

MAIL ORNR HOTLINE
OEM 744465 ON

OS: 643 9300

O R D E R  C O U P O N  Please make cheques payable toIndependent shops above
N A M E :  •  •  • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •

ADDRESS:
• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •  • • •  • • •

TEL:

mut

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •

VISA/ACCESS MO; E X P  DATE:

M a n n

• • • • • • • • • • • • • • • • • • • • • • • • • • • •  • • • • •  •  • •  • • • • • • • •

COSI;
d-• • • • • • • • • • • • •

• • • • • • • • • • • •

TOTAL:

Also See us at Milton Keynes Market Tiar/Sat end Finmere Market on Sunday Cash
paid for all your unwanted Super Mrs titles. Second hand games always In stock.
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Duh!  W e l l ,  I t ' s  g o t
reviews of all the best

games this year for
NES, Game Boy and
Super Nintendo...

And i t s  full of hints,
tips, maps, codes and

complete solutions for
the toughest Nintendo

games around

And hey, babes! It's
got loads of pictures of

the King of Cool
himself M E !  What
more do you want?

Right, team I  want  all
of YOU to tell all of

THEM why they should
get a copy of the 1993

TOTAL Special!

YERS OF I NT D O
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ivIES 1 L

j A M I N G  i i N E P S
Rapidly getting more complicated than 'Techy's
Anonymous' in Everyday Electronics, Gamefreak deals
with the questions the man in Dixon's just didn't have
answers for. Whether you're caught up in the great
PAL and SCART fiasco, or simply want to know more
about the SNES scene, Gamefreak's here to help.

Dear Super Play,
I'm writing to see if you can solve a problem that
concerns my SCART television (21iny I own an
imported Super Famicom (SCART), and when I
play games on the TV I don't seem to get all of the
background appearing (eg the face at the
beginning of Castlevania 1V only half appears.) I
also get the borders associated with PAL Super
Nintendos, but the speed expected of a SCART
machine is retained.

I know that the fault does not lie with the
Famicom, as on my friend's television (KART)
the borders disappear and the backdrops are
clear. What causes my TV to do this, and what
can be done to remedy It?
David Watts (15), Homford, Essex.

Terry Snape from Macclesfield Is having the
same screen size problem, and while this isn't a
common occurrance, it istrue that some older
TVs with SCART sockets only allow a narrow
bordered PAL-type picture when used with a
60Hz imported SCART console. The display may
not be full-screen, but the picture and sound will
run at full speed — still better than on the UK
machine. As for the backdrops an some of
David's games disappearing — sounds strange to
me (especially as I can't think of a lace
appearing al the beginning at Castievania M).
If anybody is experiencing a similar problem,
tel me know and I'll look into it.

Dear Super Play,
Before I start I have to say your magazine is
excellent, real quality stuff and makes excellent
reading. I especially enjoyed the Anime special
and the story behind the launch of the SNES —
well done everyone. I would be grateful if you
could answer a few questions though:
1) Why do nearly all my games slow down? A-
Type is the worst example but Goeman Warrior
suffers, as does Ghouls 'n• Ghosts, and Area 88 is
pretty bad, too. Even Contra has problems at
times, I might be sounding a little bit negative, but
the whole thing is starting to get to me. Flicker is
also a problem as Smash TV illustrates. Can the
SNES have all 128 sprites on sceen at once
without slow-down or flicker? I doubt it.

2) What is sprite flicker?
3) When will lrem learn to program the SNES
properly? Look at A-Type!
4) Will you include a problem page?
Nadrew Lawn, Cramlingten, Northumberland.

1) That old chestnut eh? A combination of slow
processing power and sloppy programming are
the reasons behind slow-down. A really last and
busy shoot...ern-up without slow-down or flicker
Isn't impossible — look al Super Alesle for proof
of that — but I can't envisage a day when all
games will be this polished, especially with
new programmers on the machine all the time.

The solution to this particular problem
seems to lie with special cartridge co-
processors or digital signal processors (DSP's)
that boost the sprite-handling capabililies ol the
SNES. As well as the Argonaut-developed Super
FX chip, manulacturers like Seta have
developed chips to improve their games — just
as Nintendo did tor the NES with its MMC chips
in games like Super Mario 3, This is the
direction in which things are heading.
2) Sprite flicker results when too many sprites
appear on the same horizontal scan line on the
screen. The Super NES can only handle 256
pixels of sprite data on one line before the
graphics processor gets overloaded and
switches off certain sprites. Unfortunately, a
design flaw in the Super NES turns off the most
significant sprites instead of the ones last added
to the screen. Nintendo included a correction
facility in the Super NES, but things aren't as
user friendly as they could be. Again. DSP's
could be the answer.
3) When these new chips solve all their
problems, probably!
4) Yap, you're in it.

Dear Gamefreak,
thought your complete guide to the Super NES

was great but I still have a few questions:
1) Can the Japanese Super Famicom or US Super
NES (SCART versions) be used on arty British TV
with a 21-pin SCART socket?
2) Because of the voltage difference between the
UK and US power supply, will a special power

1) No. Both machines output the same 60Hz
signal, but a few problems have surfaced. While
modern SCART TVs are designed to display a
50Hz PAL picture, they must be able to detect a
60Hz signal for a SCART machine to run on
them. Sony and Philips TVs tend to be a sale
bet, but many new models from manufacturers
across the board are now incorporating this
feature. If you want to find Out il your TV can
detect a MHz signal. check the manual first (it
you can find it!). and if you're still not sure ring
the manufacturer quoting the TV's model
number (look on the back of the TV) and year of
make, too, if possible. Remember some
modern TVs say 50Hz on the back, but also
support a 60Hz picture.

If your TV has 60Hz technology built in then
you can either run a SCART console g i m p  it,
or a 60Hz PAL one that some companies
specialise in. Advance Console Entertainment
(ACE), (071) 383 0480, in London and DMC
Consoles, (0225) 448253, in Bath convert UK
machines to 60Hz (full-screen, full speed) for a
charge of E50. They also deprotect the machine
to allow Japanese and US carts to run without
an adaptor (E30). and sell 60Hz PAL versions of
the Super Famicom and US Super NES to order.
2) Importers of US machines currently attach the,,\
small purple plug from the US power supply 7(that comes with the SNES when you buy it in
the Slates) to a standard 910 volt (around 1
amp) UK power supply. Unless you know what
you're doing it's best to buy one of these
modified power supplies from an importer
give them the US plug in exchange and they
might let you have it a bit cheaper (some
importers can't get enough of these).
3) Adaptors encourage grey imports and so
Nintendo (and its licencees) will probably tell
you exactly that. While we've yet to hear
directly from anybody damaging their machine
by using an adaptor (apart from someone who
reckoned he'd plugged a cart in back to front), it

by Jason
Brookes

supply be needed to use a US SNES over here?
3) Is it true that adaptors can blow a fuse in your
machine because two carts are used at once?
Jason Wood. Warley, West Midlands,

GINEFREAK

JANUARY 1993
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you don't want to take the risk ACE in London.or
Megacom in Nottingham, will deprotect your
machine -  see 1) above_

Dear Dametreak,
1) Recently I was on holiday in the US and I saw
SNES games for hire in some video stores. Why is
this illegal in this UK? You can even hire the SNES
itself over there.
2) When is Super Marto Kart due for its official UK
release?
3) What exactly is the 'Super Magicom'?
4) Why are games so dear over here? E5D-E65 is
just too steep.
5) Does Capcom plan to bring out the Champion
Edition of Street Fighter ilfor the SNES?
Christopher Fullerton (12), Paisley, Scotland.

1) The enormous NES market in the Slates
demanded rental lairly early on -  an example of
the power GI the customer there. The UK
console market is relatively young by
comparison and rental will lake a lot longer to
happen, if at all. Until then Nintendo will deflect
the shots in order to maintain control over its
sales and profits.
2) Some time in December. II you can't wail for
It (and we understand if you can't) make sure
you gel one at the new adaptors that run the
import version. (See Super Play issue 2.)
3) It's one of a variety of different pirating
devices from Taiwan and Hong Kong that sits on
top of the SNES and copies cartridges onto
computer disks. Games can then be duplicated
and played from disk. They are illegal, despite
what some people may tell you, and like most
forms of piracy have the potential to push
cartridge prices even higher. Luckily the price of
these gadgets (E200-E300) is high enough to
prevent most people from buying them. Future
earls may prove difficult to copy too, but there's
no stopping the persistent pirate.
4) We receive more letters about this than
anything else and we sympathise totally. There

is no real justification for games costing as
much as they do in the UK. With the average
earl in the Stales and Japan priced around E30-
E35. and more expensive games like Street
Figlrterll only around a fiver more than that.
why does the UK version cost E65?

Unfortunately the price of the import version
In the UK has recently gone up about r i  0 across
the board (to about E55ybecause of the
exchange rate crisis, so at the time of writing
there's no cheap option.
5) I wouldn't be surprised, but the standard
version is almost like the Champion Edition so it
wouldn't really be a worthy purchase for owners
of the original. The 'Blackbell Edition', now
seen in some arcades, is one version you won't
be seeing on cart - it's a rip-off arcade board
from the Far East with some pretty fancy new
moves built In' Needless to say, i fs  illegal!

Dear Super Play,
1) Our TV runs through our video but only the
video has a SCART socket (Euro-connector).
Could I run a US or Japanese SNES through that
SCART socket?
2) If yes, would using the UK SCART plug that
comes with the UK SNES make any difference to
the picture'quality?

I hope you are able to answer these questions
and congratulations on the biggest and best SNES
map on the market. I loved the tree badge.
Ian Campbell, Paisley, Scotland.

Hmm. another Paisley reader. Friends by any
chance? Anyway, to answer your questions:

1) The result is usually lust a black-and-white
picture I'm afraid. It can work with some videos,
apparently, but don t splash out on the oft-
chance it might.
2) I doubt It. as the UK SCART plug gives a
black-and-while picture with an imported SNES.
A SCART lead for an imported machine doesn't
work on a UK console either.

e  g o t  a
o  clues o r
m  y o u

B a m e t r e a k  m i g h t  b e  a b l e  t o
h e l p  y o u  w i t h ,  s a n d  i t  o f f  t o

u s  a t  G a m e f r e a k ,  S u p e r  P lay,
F u t u r e  P u b l i s h i n g ,  3 0

M o n m o u t h  S t r e e t ,  B a t h  8A.1
2 8 W .  W e ' l l  d o  o u r  b e s t  t o

f ind  a n  a n s w e r  f o r  y o u ,  a n d
p r i n t  i t  o u r  n e x t  i s s u e .

Dear Gametreak.
1) If I got a SCART US or Japanese SNES. and
connected it to a British TV via the SCART socket,
would I get a full speed, full screen picture with
no borders?
2) Are there two versions of every game for the
US SNES -  one for the PAL machine and one for
the SCART machine -  or is there just one version
which Works on both PAL and SCART machines?
Which ones do mail order companies sell?
Michael Young, Buxton, Derbyshire.

1) Usually yes, but see both David Watts' and
Jason Wood's letters above.
2) For the Super NES, each country's carts are
available in one version only. Perhaps you're
confused because imported US carts for the
8-bit NES used to be converted to PAL because
no adaptors existed to gel round the problem.
While UK SNES carts are branded 'PAL version',
they will work in any console with an adaptor,
be it a Jap. US. PAL, or SCART machine. US
and Japanese carts aren't made tor the PAL
system, but most of them work tine on it with an
adaptor. Rest assured we'll let you know which
carts are incompatible.

Dear Super Play,
1) When will the US SNES
be available in the shops
(not mail order), and how
Much will it be?
2) Are US carts available in
any shops to buy, or is it
only through mail order?
3) If you play a UK game on
a US or Jap SNES using an
adaptor, do you still get the
full-screen display?
4) Is there a difference
between a SCART TV. and a
PAL TV with a SCART
socket? I'm confused.
5_) In your review of Street
Fighter y o u  said that the
game had lost some of its
arcade look because of
screen borders. Is Street
Fighter better on a UK PAL
machine or on an imported
US or Jap SCART one?
6) Is the US SNES the best
out of the three machines in
terms of quality and price?
Daniel Batt, Burgess BBL
West Sussex.

SF n on an importeo G o l i w i e .  I here are
already noticeable borders, but rVs not as bad as

SF it on Ihe UK nbi T h e  squashed image
makes those borders much worse. 11 s slower too.

1) & 2) Many of the mail
order companies
advertising in Super Play
are shops, and have been
selling imported machines
and games for ages. Some
towns now have shops
selling imported carts, but
don't expect to find any in
Dixon or Boots -  stick to
the small specialist
computer or console shops
to tind them.
31 Yes - the machine
determines the screen size,
not the earl. (NB the odd
game doesn't use a full-
screen image anyway, eg
Street Fighter IL)
4) No -  all UK TVs are PAL,
irrespective of whether they
have a SCART socket or not.
All SCART consoles need is
a SCART socket.
5) &reef Ruiner II suffers at
the hands of a UK PAL
machine more than most
earls because the game
already has borders when
running on a lull-screen
imported Japanese or US
console (the programmers
needed to keep the speed

up this way). Because the
UK PAL console squashes
the image, the display is
especially narrow (and 17%
slower too).
6) The US SNES (SCART) is
selling large numbers over
here because it is cheap
and no adaptor is needed
for Japanese games. It is
currently the best buy if you
have a SCART TV or a
SCART monitor. The
Japanese Super Famicom
could soon be as cheap due
to recent Japanese price
cuts, but an adaptor is
needed to run US games,
It's worth bearing in mind
that the first CO ROM
system to appear late next
year will probably be the
Japanese one. If you intend
to buy the Jap CD ROM it
might be best to gel a
Japanese machine (Super
Famicom) -  the only one
guaranteed to work with it.

•  Every month the writer of
the Gametreak Star Letter
receives a fabulous Super
Play T-shirt!

E66•1 



r -
La-I MO

W h y  Mode 7? Errr... Oh yeah
-  because, just as Mode 7
graphics are the best money

can buy, Mode 7 tips are the ultimate
in illicit gaming advice.

Gaming expert Adrian Price
makes an appearance to answer your
queries with breathtaking aplomb.
Write to him at the address below
and he'll be able to help.

UN Squadron
Capcorn

The best game of its type -  that's our
opinion of UN Squadron. We were
therefore delighted when Graham, one of
our 'production people, popped up to tell
us about some secret(ish) pick-ups he'd
found. They're dotted about the screen at
various points in the game, but are
invisible until you shoot them.

There s another smart bomb on the
enemy airforce level

the battleship level boasts a unicorn.
which makes you invincible tor a bit...

There's a smart bomb hidden in the
cave on the land carrier level.

Mode 7 depends on your help,
though, It you've got anything in the
cheats 'n' tips line you think might
be of use to Super Play readers,
send it in. The senders of the best
tips each month will get a Super Play
T-shirt, and the rest we use will get a
Super Playpen Write to Model,
Super Play. 30 Monmouth Street,
Bath BA1 2BW.

41,41Jki J

On level one there's a smart bomb
hidden lairly near the start al the level.

...and, later on. a fuel recharge that will
help with that giant stealth bomber

and a pickup that'll top up your extra
weapons, too.

There are lots more pick-ups for UN
Squadron, of course - this is lust to give
you an idea of where to start looking.
Graham also pointed out that that the
weapons select button still works after
you've paused the game, so you can
choose the right weapon in a rather mow
relaxed environment.

Have you spotted any other secrel
pick•ups of your own? Well, then, we
like to hear from you. Write and tell us at
our usual address (see above)

Super Mario
Kart
Nintendo

We thought we'd given you the definitive
guide to Mario Kart last month. But we
.,'ere wrong! Now. we could simply have
thrown away Nathan Wilkins of Caine's
letter and pretended it had never
happened. But, after trying his tips out and
finding how absolutely tremendous they
were, we thought we'd better come clean.
So, here they are

TIP NO.1
On the character select screen. pressing Y
and A together will shrink your character.

TIP NO. 2
You can actually race against yourself on
the one-player Time Trial. All you've got to
do is start the game and race round, Then,
race again on the same track and you'll

Well, I'm back. It's my second proper
outing in Super Play, and your letters
are really starling to flood in -  the only
problem is finding the space to answer
them all. 10h yes, and finding Out the
actual answers of course.) Remember,
if you're stuck on a game, write to me
at the address given at the end al this
column and III do my best to help you
Out. Right, now on with your queries._

•  I nave got pretty tar in Super Mario
WOO, but just can't get past the Forest
Of Illusion I'm stuck. basically. What do
I do no&
Carl Cleaves, Bolton.

•  Sorry, this is an impossible question
to answer. Which levels exactly can't you
get past? You see, you can play the
game in pretty much any order, so apart
from coming round your house and
seeing exactly where it is you're stuck
there's very little I can say. However,
here are two general tips:
1) Take each level very slowly. The lime
imits are quite generous, and if you take

CALLING ALL
CHEATS,
CRACKERS,
AND GAME
FREAKS!

On no! What's happened to Mario
Phew, it's okay, we've used the cheat!

find yourself competing against a 'ghost'
character, who does everything you did on
your last race. Each time you race after
that, the ghost character will emulate your
best performance so far.

TIP NO. 3
To race against any computer opponent.
select a one-player time trial, and press
Start on Pad 2 to select a computer-
controlled character.

ASK
INVALUABLE MONTHLY GAMING ADVICE

care you should be able (after a few
attempts) to complete the Forest of
Illusion, no problem.
2) Check Out Rich Pelley"s complete
guide to the game on page 63 this issue.
It might just tell you exactly what you
need to know.

•  I have heard that there is a cheat tor
-the SNES version of Street Fighter
effectively turning it into the coin-op
Street Fighter '92. If there is one, could
you please tell me what it is?
Ross Farmer, Stoke Pages.

•  If you bought the first issue of Super
Play(and I suspect you did), there's a
cheat for SRI in there. But I'll repeat it
anyway. When the Capcom loge appears,
press DOWN. R button, UP, L button. Y,
B, X, A. This will now let you play
character vs character. However, what it
won't let you do is play as the boss
characters -  there's no cheat for that in
the game.

•  I know Super EDF hasn't come out in
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Krustg's Super
Funhouse

Date! Action
Replay Hot Tip

Fancy a super fast version of Street
Fighter It? With a Datel Action Replay cart
this is possible. Simply enter this code.
and watch those lighters move:

7E006001
Ken and Rwu battle it out in superspeed!

Acclaim
Krusty's Super Funhouse, eh? Tricky.
isn't it? But not if you've got a tip. And -
wOwl -  what have we got here? A tip!
On the password screen. enter
' _JOSHUA' (that's a space followed by
JOSHUA). That'll give you unlimited
Krushes, and access to all the rooms,
and you'll be able to replenish your
energy by pressing L and R together

this a
version .J
any cheats for it?
James flume. Coventry.

•  Indeed I have - in fact I was sent a
couple of good ones by a chap named
Bruce McClure from Newton Stewart in
Scotland quite recently. Try this: at any
lime during the game, pause, then press
these buttons. A, B, X, V. I  button. R
button, LIP. DOWN, LEFT, RIGHT. Now,
when you restart, you should be
completely invulnerable. However, it's
not a perfect cheat - it stops working
alter you've finished a level, so you'll
have lo enter it in again to get it back.

•  I've been playing Super Ghouls
Ghosts tor ages,-but each time I do so
the same problem occurs. I get right to

Looks like Krusty's just taken a rather
nasty beating

e game, but Guinevere
sending me back to the beginning

to get her magic. Please could you tell
me where it is. and how I get it.
Lewis Sparshati, Selsey•

•  Ah, you've got me there - to be
perfecity honest. I really haven't played
this game enough to gel that far. There is
a level select cheat, which we printed in
issue 1 - to quickly recap, go to the
Option screen, move to exit, hold down
the L button and START on controller
two, press START on controller one, and
you'll be in a special stage select screen
- but apart trom that I'm just as stuck as
you are. This is where I throw the
problem open to other Super Play
readers. Come on, if you can help Lewis
out, write to me at the address at the end
of this column, and p r i n t  it next issue

•  Please could you print some
passcodes for Krusly's Super Fun House,
as all the American codes I've seen don't
seem to work on the official UK version.
James Tultin, Clacton.

•  You're right - they don't work, and we
haven't worked any Out for the UK
version ourselves yet. (We normally play
the American one in the (Alice
ourselves.) So. it's cop Out lime again. II
anyone can help. please write in and let

Easy but completely irresistible - that was cur verdict on Dinosaurs. Just look at it!

us know. At the usual address.

•  On Proce of Persia 1.e•,,e; 15), your
shadow appears, and seems to challenge
you. Do you have to fight him, and, it so,
how do you beat him? Also, where is the
exit?
Mark Eaves, Lancs.

•  No. you don't have to fight your
shadow - a common mistake. Instead.
as soon as he appears, simply put your
sword back in its sheath. Your shadow
should now disappear, enabling you to
pass. As for the exit, you're going to
have to work that one out for yourself.
There are some codes in last month's ish
which might help, or maybe another
reader could put you out of your misery
through the auspices of this column.

•  Weal, that's all the space I've been
allotted this ish - if you want to see my
column get slightly bigger next issue
(sorry, couldn't resist the odd Dominik
Diamond-ism), why not write to the Ed
and demand that it does so, eh? In the
meantime, keep writing in with your
questions - and, at course, the answer,.
to the ones I'm stuck on -- and we'll see
what we can do. The address is, as ever,
Ask Me, Super Pray, Future Publishing.
30 Monmouth Sued. Bath BA1 2BW Be
seeing you.

Dinosaurs
re in

If you're having trouble with Donosaurs
here are some codes, from Michael
Sullivan of Solihull.

Level 1: SCH2ZES3H4RM
Level 2: XKOKTES1H43Y
Level 3: 5C6X9ES9HF24
Level 4: XKOMTESWHVD4
Level 5: )0(2B9ESOHN94

f iction
Replag Codes
Remember, before you can use any of
these handy cheat codes - and they are
handy, just check them Out - you'll need
to get hold of anAction Replay cart. (See
the special offer on page 97.)

Game •  Elect  C o d e
Axelay I n f i n i t e  lives 7E005E03
Contra Ill Inf in i te lives 7E1 F8A07

Infinite
shields 7 E 1  F8901

Darius Twin Infinite lives 7E106803
F-Zero I n f i n i t e

energy 7E0OCA08
7E0CF301

Hole in One Two shots
per hole 7€10A102

Street
Fighter II Be t t e r

dragon
punch 7 E 0 C 3 2 1 0

Super
Soccer N o

opposition
keeper 7E1OFBOC

I he men to thank for those are Barry
Clough of Dunfermline and Mark Gomm
of Stoke on Trent. They'll both receive a
Super Play pen.
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Lemittmys: A COLO, well artinialed dnd suLeessial yarne with 130 levels

F-Zero
(Nintendo)

•Zero (or Fuzzero as it's known here at
Super Play) (Not to me it lsn't — Ed.) is a
bit of all right. Here are three special top
tips for it:

•  For what Anon of Sunderland
describes as a 'mega start'. hold down
the accelerator before the race starts.
Then, when you get the green tight,
drive in front of the nearest opponent.
He'll crash into the back of you and give
you a big push forward.

•  If you get a Super Jet on Port Town
2, and head left after crossing the
starting line, you'll come across a jump
Just before you hit it, activate the Super
Jet and steer right. You'll fly to the
opposite side of the track. That's if Rhys
Booth of Caldicot is to be believed.
anyway.

bradius 3
(Konami)

This is possibly the simplest cheat we've
ever printed, or are ever likely to print.
For extra credits, lust push the X button
rapidly on the title screen. And that's it.
We've got Bruce McClure of Wigtown.
Newton Stewart in Scotland to thank for
that one.

Looks like the undergrowth has got out ot
hand here — or are they Trillids?

/ i t

gawk
Belting down the backstraight to
victory with our tab tips.

•  Finally, Paul Olszak of Harlow
reminds us that if you complete the King
League on Expert level, you'll be able to
try your hand at a new Master level
Needless to say. its 'oily difficult indeed.

rnd) be bunny our II is very cute

Level 2: 732
Level 3:354
Level 4: 116
Level 5.988
Level 6: 470

Spdnky's
Quest
(Natsume)

This is 'boring', according to What
Cart?, Super Plays definitive guide to
Super Nintendo games. Despite being a
bit boring, Spanky's Quest still merits
investigation, which may be made easier
by the following codes:

Lemmings
(Sunsoft)

Here are the codes for all 125 levels,
which were lovingly faxed through to us
by Steve Austen of Brighton. Cheers,
Steve — you're one in six million!
(Geddit?)

Fun Level
1
2
3
4
5
6

8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30

VLOXPGC
FWKOCJK
TWXZKRM
JPJXFVW
KIJGIJK
HGNNNPX
MILBCP0
XBVCKLL
JWGWBK
JJGKOPH
PWKZSXL
GGWWFXR
PPT DZZG
TPVSDSC
OSPRKMK
BXCHLOS
VOGOWSX
OGNLNFM
ONPFNOR
FOXKFHI
RMHOGBX
ZGBVCXV
ZXBIWZK
HILOXIB
ZDGHTWD
CFHXPSM
PZBXCXB
CWLGOPT
WDNLSMJ
WBZWWCB

Tricky Level
1 W X R R T M V
2 S V Z H V M
3 B N L D X V C
4 F N G W L W W
5 R W H I O B K
6 G G V O O D Z
7 R T W H N T C
8 F B M B P F D
9 G T G C D K O
10 K S R X K V K
11 1-1311LCRC
12 X V J K X B O
13 T M R S Z M F
14 C V S D H L F
15 W X L B G B P
16 W Z N F  LWF
17 F V M T N W W
18 V V O R G W O
19 S R X B P P V
20 G R Z F I R P P
21 X T M A T C P
22 F L M T V P M
23 K S G V V W K
24 Z B P P B X G
25 W H C H B O V
26 L H D P G N V
27 H V L X X T H
28 S T V N D P K
29 J F I C ) V S X

30 S K K W S Z D

Taxing Level
1 S F L O O W R
2 L G J M I C D
3 B W K I X R Z
4 N G H O V R F
5 N I : 1 0 0 H G
6 O R X Z L S K
7 V G P O D W R
8 H P K B C C X

DSWLCTG
10 G W G C J H K
11 T N J V C G D
12 X K B I S B D
13 V K K C S F V
14 S J K N W W S
15 D O D G C B X
16 O T V G P T H
17 P F U L P S
18 B P N R S M C
19 A G M : 1 U
20 P C V K Z V R
21 O N W F K V Z
22 N T H Z D K K
23 X O Z S R O T
24 P T  PMJDV
25 L X T Z B I l p
26 R L O G W S X
27 M H K N C D K
28 K W G C K W D
29 R K V H C B S
30 M G V J B K Z

Mayhem Level
1 O G S M M D M
2 K K S X 0 K
3 N N B L X N L
4 J C P M T P C
5 T N P P C L S
6 R C P X P M D
7 G X 7 T L V K
8 L S W H M H R
9 S D R M F L F
10 H S H O X P X
11 C H B M W R F
12 . L N F I G M X C
13 W P S K B X N
14 L P E I D V J J
15 O G M L G S S
16 C Z L M V G D
17 K V X L S O H
18 C O S S X R O
19 M V R P M O J
20 P M X D H B P
21 T W O B C X L
22 W V V F X W B
23 B S L M G O Z
24 M O O  LXSF
25 D X B Z R V X
26 B W O N K V K
27 R T E I G J W D
28 H M G D J C 0
29 O Z T J H S V
30 C O L R C H F

Sunsott Levels
1 G N N B J W V
2 R C O R F P Z
3 F B J J K J B
4 R M O M Z D C
5 D I C Z V M O
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December 1992
Issue 12

We take a look at
Super Mario Land 2!
Has Mario's bubble

burst? (Well I f l ippin'
wish mine would)

And we've got all the
exclusives on Star

Wars and The Empire
Strikes Back! Quick,

take a Luke! (Groan)N
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AcTRAISERS L39•95
ADDAMS FAMILY £38.95
ARCANA 1:38.95
CONThAIH £39.95
DRAKKHEN £39.95
EXTRA INNINGS £36.95
FINAL FANTASY II £42.95
FINAL FIGHT 1.37.95
F ZERO £34.95
GEORGE FOREMAN BOXING 1.36.95
JACK NICird•AUS GOLF £39.95
JOHN MADDENS FOOTBALL £34.95
KRI TSTYS FUNHOUSE £39.95
LAGOON £39.95
LEMMINGS £39.95
MAGIC SWORD £39.95
MARIO PAINT INC. MOUSE £49.95
PHATTWINGS (REC. SCARTI £37.95
PLAY ACTION FOOTI?ALL £37.95
SIM CITY
SMART BALL /136.95
SMASH TV 1133.95
SPANKrS QUEST £36.95SUPER BATT-Lk-TANK £39.95
SUPER BOWLING £34.95
SUPER SOCCER £36.95
SUPER TENNIS £36.95
TOP GEAR £38.95
TURTLES IV 1.39.95
WAIALAE GOLF 1.37.955

SUPER NES GAMES ***

***  SPECIALS
CASTLEVANIA IV
LAIMBEERS BASKETBALL
MUYSA
SUPER OFF ROAD
SUPER VALIS
TOP RACER
U.N. SQUADRON
WWF WRESTLEMANIA

* * *

129.95
E24.95
E21.95
E.31.95
E29.95
E31.95
E29,95
E29.95

UPERr....ORR_

,

t. AXELAY
2. SUPER MARIO KART (SCA
3. SOUL BLAZER
4. BART'S NICHIMARE
S. ROBOCOP 3
6. STREET FIGHTER II
2. SONIC BLAST MAN
I. RAMPART
9. MYSTICAL NINJA
ID. ACROBAT MISSION

***  NEW GAMES
SKINS IG0I-F1
RACE DRIVIN'
ROGER CLEMENS BASEBALL
GUNFORCE
SUPER PRO BASEBALL
OUT OF TIIIS WORLD
SPIDERMAN & THE X MEN
F- I ROC
FACEBALL 2000
DESERT STRIKE
BARLEYS BUMONOOUS
ADVENTURE
SUPER DOUBLE DRAGON
TOXIC CRUSADERS

* * *

jJ

JAP SUPER FAMICOM (SCRT. 2 JOYP
USA SUPER NES (SCART. ONE JOYPA
ADDAMS FAMILY
F-ZERO
FINAL FLIGHT
SUPER GO
GRADIUS III
LEMMINGS
LEGEND OF
SMARTBALL IJERRY BO's1
SUPER CASTLE VANIA IV
CONTRA 3- THE ALIEN W
SUPER OFF ROAD. -
SUPER SOCCER •
SUPER TENNIS .......
WWF SUPER WRES
SUPER SCOPE (GUN + 8 GAMES)
UN-SQUADRON
KRUSTY'S SUPER FUNHOU
STREET FIGHTER II
MAGIC SWORD IJAP)
PRINCE OF PERSIA
PARODIOS (JAP)
TURTLES IV ITU
AXELAY (JAP).
SPIDERMAN X ME
BART NIGH
ZELDA 3 -  •
TOPGEAR
R013000P 3.
SUPER BANG

191,171"011
8

E130.00
L100.00

£ 3 8 . 0 0

SO
7.50
.00

7.00

7.50

7.50
.50
-00

peare Ave. New Southgate. London Nil lAY

,  ,  • • • .

LIMN 1992)

All circus are inclusive accept for postage and pocAa9ir9 much is EI.50 ear game and E5.59
consoles i:nest day courier E 1000). N I  games are USA versions unless

tiakiea Pleaae call to check that required items are in stock
Payment • a n d  cash registered, cheque or postal order made payable to:

Lasergames UK i Creques  required 3 5 day clearance
vier 'mum dearance please write ollegueoard No on back ol coequal

D  11,1. " f i rmcicH(NE.s4

S U P E R  N E S  T O P  1 0 1
USA £44.95

RI) USA £41.95
USA £43.95
USA £42.95
USA E42.95

USA/JAP E59.95
E46.95

USA £39.95
USA E39.95

E43.95

11  A L L  . . . I . .  • e r ,
LCALL . . = . 1 .  C 3 , -

....4••*"....s... , , Z , • : : ,
£39.95
LCALL ' , 1 1 . . . 1
144,95 t .  , . .
LCALL =  ''. i m=
CCALL . . - .. -  --, 0
.1.44.95x . . . e  b -  xM
S42.95 z . -  .... -  u.,.. -.. . . t  m..... o . .  _SCALL •,4 ,-, 0  c•e.... ,--• -  =,,.SCALL

e.IcZCAIALl r: a <  '••'
LCALL . •  m M  -.  -

JAPANESE SUPER FANICOM
AREA 68
ACTRAISER
C1NOSAURS
MAGIC SWORD
CASI LE VAN1A
SUPER G1404.ILS W GHOSTS
PAROOIUS
DARIUS TWIN
1 EMMINGS C 3 1 , 9 5
TOP RACER L 3 1  95
PRINCE OF PERSIA . E 9 7  95

TURTLES IV • •  • •  C 4 2
POBO POLICE. C 4 3
PHALANX E 4 4
PRO SOCCER- . . . . .  E 3 7
sONIC EILASTIAAN .•_.,•••„•••••••••••• ............ E44
eovENTLFRE SAICRA.

AMERICAN SUPER NES E39ACTRAISER
ONIRA SPIRITS C 4 3

Please Add 115.00 Delivery For Cnnsi des
(Next Dly Courier Service

E 1.50 For Gaines Ann•norie5
.E4.00 Hand Held Cnrisnles

Wait Class Recorded Delivery)
Fully Computensed Stock Ciairrol &  Despatchrfl=

rirm.rurg• mkt,. (Tv WU Tif•IEVT;Tifft, TIE WEN!'

***SUPER FAMICOM GAMES "*
ADVENT) I RES OF SANDRA
CAMELTRY
DINOSAURS
GRADIUS 3
HAT TRICK HERO
M E TA L .JACKET
PA R M A I S
PHALANX
PRINCE OF PERSIA
SUPER GHOULS 'N. GHOSTS
SUPER PRO BASEBALL 2
SUPER PANG
SUPER R-TYPE
M I N D E R  SPIRITS
ULIIMATE FOOTBALL
XARDION

143 .93
£39.95
£39.95
E.37.95
£43.95
£43.95
£42.95
£43.95

A.A9.95
£44.95
S-38.95
1.37.95

£44.95

*** ACCESSORIES ***
USA - JAP GAME ADAPTOR Z 1 2 • 9 5
UK - USA J A P  GAME ADAPTOR £ 1 9 . 9 5
APOLLO JOYSTICK (6 BUTTON) E - 9 7 . 9 5
ASCII PAD E 1 8 . 9 5
CAPCOM FIGHTING STICK E 6 4 . 9 5
CAPCOM INFA RED UNIT E 3 6 . 9 5
CAPCOM STICK I N F A  RED UNIT E 9 2 . 9 5
HORI FIGHTING STICK (6 811•170N) E49.95
JB KING JOYSTICK 1 4 4 . 9 5
PROPAD 434 £ 1 6 . 9 5
STEALTH JOYSTICK £ 2 4 . 9 5
NOTE; A L L  JOYSTICKS ARE NOT COMPATIBLE WITH
U.K. SYSTEMS. PLEASE CALL FOR JOYSTICK ADAPTOR

6. -AM M A C H I N E S  2  ALSO STOCK IFIE FOLLOWING IMPORTED GAME SYSTEMS:MEGADRIVE NEO-GEO GAME GEAR GAMEBOY
PC ENGINE & GT TURBOGRAFX-16 & EXPRESS 1

SF GAMES SERVICES
DON'T PAY A PENNY 'TH. YOU

RECEIVE THE GOODS (phone for details)
SUPER NES ISCART-USA E C A L L  J .B.  KING

tinc PSU. I control. S, . - aO1  S U P E R  SO0'- E d e
CAPCOM JOYSTICK .  E 6 9  95 ASCI I  PAD
CONTROL PAD . . .  C 1 6  95

STOP PRESS * Scan Monitors arriving soon • amazing prices.

OTHER TITLES
JAPANESE SUPER W I X O M

AXELAY E 4 6  95

95
.95
95
95
95
95

AMERICAN SUPER MIS
C31 95 HGFlotEDIILINSolINI E29 96

czo e5
SUPER R TyEpEGOLF E32 96

14442 9695mBAARRINDS KNA1044TT MARE
C43 O5

C39E.3i291 99555 NIRS°c°ecijA°C°1-111-AnfBASKP 3ERTBALL r E 4 4 2 3  9695
IREM SONS GOLF

14444 9595DESERT STRIKE
E44 95

i  MADDEN 92 _  _ .
14443 9595RAMPART

FIERO
JOE NIAC • •
PGA TOUR t 1 3 • 9 5
STREETHGHTER It
SUPER ADVENTURE ISLAND . . . . .
TOP GEAR I n g l e
zELDA
piTFIGHTER C 3 8 . 9 5
MARIO PANT.
SUPER PLAT ACTION . . . . .  •  •E:39.95
SUPER TENNIS . E 3 9 . 9 5
SUPER SOCCER CHAPitp.„...........„....rstuips

95 P i l o p e n N a s  •  C 3 9  95
.95 FINAL FIGHT • •  • •  .E39 95

•CHEQUES & P.'ORDERS PAYABLE TO ST GAMES AT.-  14  HAWTHORN GROVE,
STOCKTON HEATH, WARRINGTON, CHESHIRE WA4 2U1-1•

Opening times e p m  • 9pm mon -  Fri l o a m  - 7pm, Sat & Sup
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The Super
Nintendo is the

• best games
machine in the
world — so it
deserves a bit
of pampering.
Here at
Superstore
we've collected
together five ess
SNES accessories'
things the serious
gameplayer shouldn't
be without — and we
can offer them to
at extra low rates.
Plus we've c

' with these ul
Super Play b"
ideal for keeping ye
precious copies,
safe. If you
want to
right by
SNES, plus

' make serious
savings, fill

, out the form
below...

. W 0

... .. evk

itaKoll—P*1:4":
mom

SAVEE5!

PEAKERS
What's the point of having rte
best-sounding garres rrsachme
'Tr the wi t j  it you cant hear it
property? It you donI crew a
stereo TV. these flea lime 8 watt
desk-top Zy Fy speakers from
Zydec are ideal -  they're very
loud. wirl frl onto the smallest
table top, and we colour-
matched to your system tool
Note: the speakers come with

0  the bits 0 „ . 4 . t  , t a t Uu'll need! 1 0 , 0 a V
SNES SOFT PAK
With cold weather Oil the way, keep your
cans snug and warm in this fashionable
black Soft Pak Made by top accessones
Tanufacturer Nuby, and equipped with
protective padding and a convenient grab
handle, it'll carry eigN carts safely arid
easily- just right for when you take them
around your friend's house - and looks
great too. " b a l k  n t h
All for only... Z o ‘ n 1  " e i l ew  • ,,,

ACTION REPLAY PRO
Games defeating you Not getting lull
value horn your cans because you
can't get beyond level three'? Then
you II hod this intriguing
Piece of hardware from
Crate! ideal - it lets you
ileat at games! By entering

e appropriate codes for
each one. you 11 be able
to give yourself intimte

warlt.616.,fiDekki l i v e s  make yourselfinvincible - anything you like!And onlyE 4 4  99

UNIVERSAL ADAPTOR
Play all the latest import games with one of these
It'll let you play US and Japanese carts on a UK
SNES (and. for that matter, UK carts on a Japanese
or US machine). Ignore it and you'll be sentenced

to a strict diet of official
releases tor lite! E16.99

• • - •  ince.  r • V  . 4 0  r i , I N  S . , M a r d
M M I l t •  W W 1  a n-E :tzrzttrf

SAVEL31•
SUPER PLAY BINDER
Don't leave the safety 01 your Sum
Play collection to chance - get a
binder! It'll keep 12 issues at
Super Play safe, together and
dog-ear free - and is generally

agreed to be the best-looking
BUY 2, SAVE binder around. too What's

•  m o r e ,  buy Iwo and you'll

E l :  s a v e  ' E 5 . 9 9dosh! 2 FOR E10.99

Please send me 11:1( wpropriate boxest:

SNES Cartridge Soft Pak —  E9.99 (code SUSN3)
111 Action Replay Cartridge E 4 2 1 . 9 9  (code SNESACT)

Fv Stereo Speaker System _E35•99 Ode SIJSPE1
Total cost E

M e t h o d  o f  p a y m e n t :  C h e q u e  (made Dayabie to Future Publishina

Visa/Access
Card number
Expiry date

Send this form tot a photocopy), with appropriate payment, to the following
Freepost addres,. Sapor Play Mail Order, Future Publishing. FREEPOST,
Somerton, Somerset 141 1 78R You wont nee.; a stamp')

Please tch tete it yitu (to no( IstOh to receive diem n1,11(01(1 direr Cumpat

Universal Adaptor
Super Play Binder
Two Super Play Binders _00.99 (cede suoiNoo)

Name
Address

Postcode
Date

Signature

'

E16 .99  O d e  SNESAD)

E 5 . 9 9 (codeSUDINDAl

4

SHOP UNTIL YOU STOP! HERE'S THE ORDER FORM.



P  LA
This month: the pleasure of Anime; the pain of Japanese manuals; the
indifference of Nintendo; dodgy hardware; map blues; how to ruin your
complexion; and how not to blag a Super Nintendo. Oh yes, if it's happening,
it's happening here in Play Back...

'I DASHE O R  ThL
VIDEO $LC  ION'
I bought your magazine
after recognising Wil
Overton's fine artwork on
the cover, as I dashed for
the video section of a
famous high street shop to
buy the latest Mange Video
releases.

Thank goodness
someone can give anirae a
push into the light. Helen
McCarthy and those at
Attune World do a good job,
but, as they've probably told
you, they're not a big
publication like you.

Please give us more
anime/SNES wrinections
each month. We anime fans
can do with all the help and
information you can give us.

I'll keep buying each
issue, but please -  more
anime connections!
Your sincerely,
Paul Spann, Kemworth

'MY ANTICIPATION
TURNED TO JOY'
Since the Anime section has as
yet been unmentioned in Play
Back, I thought I'd better say
something before someone
says it's irrelevant to the SNES.
Okay, here it is: 'Bril l iant'

I bought the first issue of
Super Play mainly because
Matt Bielby and Jonathan
Davies were wri t ing for it, and
because I was yet to find a
good SNES magazine. My
anticipation turned to sheer joy
as I flicked through the pages.
The thoroughness and smart
humour have been brought
over from the fab Amiga Power
and the added amine feature
makes it the best read in

yonks! Peter Molyneux's Tokyo
Diary in issue 2 was brilliant.
Yours sincerely,
Ben Ford, Kidderminster.

'LED BY THE NOSE'
I am writ ing to congratulate you
on the brilliant first issue of
Super Play. I have been a video
and computer games fan for
over 10 years now, and have
been a regular reader of
magazines, but have never in
all this time been compelled to
buy a magazine simply for its
cover -  until now, Whoever
designed it deserves an
immediate pay rise for their
inspiration. The contents (love
the Japanese influence!) are of
an all-round high quality, too,
not seen since the early days of
ST/Amiga Format (I'm still an
ST Format subscriber) -  a
superb read.

The reason I mention most
of this is that there seems to be
an abundance of questionnaires
in this first issue asking the
readers what they want. You
have a winner in every
department, so don't be led by
the nose by what a hundred
readers trying to win T•shirts
say they want! Trust your own
instincts, because this is a
really great product and people
wil l  be attracted by that alone.
All the best,
William Bennett, Edinburgh.

Rest assured, we are going to
continue to trust our own
instincts. However -  and it
might sound corny -  we also
want to make sure we're giving
our readers what they want,
rather than what we think they
want. To that end, we've had
lots of very good suggestions
from our issue one reader
survey, many of which we're
planning to implement. (We've
had lots of really silly ones
too, mind,..)

'I WOULD LIKE TO BE
A PROGRAMMER...'
When I'm older I would like to
be a games programmer. Could
you tell me how to go about it.
what subjects to take at school
and what qualifications I would
need. If you have any telephone
numbers or names and
addresses you could give me I
would be very grateful.
Yours sincerely,
Anthony Taylor, Sunderland.

TL i v  qualincati•n you neeil
te :1_ :tie it as a programmer is
to be really. really good at
programming So buy yourself
something like a PC or an
Amiga, along with a good book
on progrenuning, eind lock
yourself in your bedroom until
you've worked out how to do it.
Finally, send some of the thingi
you've written to Britain's top
games publishers and see what
they say. Oh, and another thing
-  it also helps to grow your hair
long and listen to lots of heavy
metal music.

'PLEASE SEND ME
A SEPER NES'
Please send me a Seper NES.
I ham pulling my hair out to
get one I  will give you my
Sega Master System if you
give me one.
Yours faithly,
John Bacon, Knotting lay.

r-
Sounds tempting, John.
and if we had a Seper
NES we'd send you one.
However, as all we've
got is our Super
Nintendo, which we
need for doing reviews
and stuff, we can't help
out. Sorry.

'COLD AND QUITE
HOSTILE'
I recently saw an advert for
the 'Super Magicom' and
initially thought it was
another console. I phoned
one of your rival mags and
asked them what it was.
Frankly, I was surprised at
the response. The magazine
squad were cold and hostile,
unlike the Super Play team
who were friendly and
informative, especially Jason
who gave me advice about
my Super Famicom and Out
of this World, Thanks!

After getting no help
from the rival squad I found
out from a friend that it W113
a cartridge copier and that
they are perfectly legal This
fact sent me reeling with
anger, as before I bought my
console I owned an Amiga
and left the market because
it was dying due to piracy.

If piracy spreads to
consoles they will probably
die the same way, with
game prices rising in price
and dropping in quality.
Your sincerely,
Gary Jones, Harrogate.

I did a bit of checking
up, and I don't think
there's much to worry
about for now. These
cartridge copying
devices most certainly
aren't legal, and Bandai
are clamping down on
dealers that import them
from the Far East. Even
if the devices were freely
available, they are
complex, expensive
pieces of hardware and
would be unlikely to find
a large market.



for

ad
d

J: at
: zine

-am

ason
out
Out

iund
was
hat
This

ht my
'ga
.use

ably

rice

ci

ry

ily
Wei
on
them
ven
reely

) find

'EVEN A
PHOTOCOPY'
I was very impressed with
your first issue. and I hope
fu ture ectitionw anit ol the
same standard

One of the major
problems with tbe SNES is
the shortage of U l  releases.
This is why I bought myself
a convertor. My first two
games were Heck and Super
Ghouls 'n' Ghosts - the
Japanese versions_ It was
only when I got home that I
realised the manuals were
in Japanese. Surely after
paying £45 you'd think the
importer or retailer would
put an English manual
inside. Even a photocopy
would do. Instead you have
to suffer hours of getting to
grips with the game and not
knowing if you have missed
something important out on
the playing side.
Yours faithfully,
Shaun Hoiden, Bolton.

rBuying import games
has both advantages
like getting games ages

, before they come out
over here -  and.

, disadvantages, Like you
, say,  Japanese games

have Japanese manuals,
I'm afraid you're stuck
wi th  them -  most

' importers don't know
enough Japanese (and
certainly don't have
enough time) to
translate the manual of
every import game they
get in for you. And
there's no way an

, importer could get
away with
photocopying English
manuals -  such things
don't usually exist for
these games, for a start.
The solution, if your
Japanese isn't too hot,
is to buy the American
version of a cart
whenever possible.
Anyway, why do you
want instructions for
Hook and Super Ghouls
'n' Ghosts? Playing
them is obvious...

'MY ONLY GRIPE'
First, I'm writ ing to
congratulate you on the best
Super Nintendo magazine on
the market. I say that because
your reviews are concise and to
the point, and really helpful for
a quick guide to what to buy.

My only gripe is that you
keep on pnnung maps. Maps
are helpful. but if you're having
a good time playing a game.
and then you read the map
showing you how to do a level
Of find a secret room, then it
completely spoils the fun of the
game. I  know I don't have to
look at the maps, but someone
else normally does and then
tells me where the secret rooms
are -  not something I wanted
to know_
Yours sincerely,
Neil Robinson, Newark.

Like you said yourself, Neil,
you don't have to look at the
maps. Besides, I bet if we
asked everyone who l iked our
maps to wri te in and say so,
pretty soon our letter box
would be suffering from
friction burns.

D HATE TO THIN
Being a Super Nintendo
owner, I was extremely
impressed to see upon
reading October's edition of
Total! that Super Play was to
hit the streets.

Upon buying the first
issue, however, I was a little
confused as to why the cover
of my issue differed to the
one illustrated in Total!.
They both say 'November 92•
on them. I'd be most grateful
for an explanation, as I'd
hate to think I had missed
out on any Super Info,
Yours in anticipation, C
Thompson, Wolverhampton.

rOkay, here's your
explanation. The time:
the middle of last July.
The place: a deserted
office at Future
Publishing. The door
bursts open, and the
newly' assembled Super
Play team stumbles in
and starts arguing about
who's going to sit
where. Minutes later,
Totan's art editor sticks
his head round the door
and says he needs a
Super Play cover, by
tomorrow, for an advert
he's doing. The result:
lots of shouting and
running around,
followed by the hasty
assembly of a purple
sheet of paper, a picture
of fighter pilot and a
Super Play logo. The real
cover - which appeared
on the magazine you
bought -  came much,
much later.
A

'RING A MAJOR'
The naff title aside ( What?!? -
Ed), there's no denying that
your magazine is by far the best
on the market for Super
Nintendo owners.

The feature on the history of
the Super NES is the point of
my letter, as I found it
fascinating reading and a real
eye-opener.

A theory that I hold
regarding Nintendo's lack of
commitment and drive into the
UKTEuro market is that they've
done some research, which has
indicated to them that a
recession-ravaged continent
may not be the healthiest
market for a new home
entertainment product.

In a sense, they were using
the Sega Mega Drive as a
guinea pig, just waiting in the
wings until they were sure it
was safe to introduce their
more technologically advanced
machine. But, until the time
was right, they also decided to
sell rights to Sega to produce
Nintendo titles for the Mega
Drive, so as to still cash in on
Sega's head start.

My brother is in the
business of selling consoles,
and tells rue that the Mega
Drive is still outselling the
SNES, although I did ring a
major department store and
their manager said sales were
about even.

I'm not in the business of
knocking the Mega Drive. as
my brother owns one and I love
going round to his house for tea
and a game of Sonic, and
likewise he does for Mario. but
I would like to know whether,
now the SNES has its foot
firmly in the door, Nintendo
have any intention of actually
buying Sega titles and then
producing them on the Super
NES. Because, let's face it,
although we do like to think the
SNES is a superior machine,
you can get some pretty
amazing games for the Mega
Drive that would and should
look pretty stunning on the
Super Nintendo.
Yours sincerely,
Dominic Whitehead, Halifax.

A corrspaacy theory to put Guy
Fawkes himself to shame. In
answer to your question, you
can already play top Mega
Drive game John Madden
Football on your Super
Nintendo (well, sort of anyway)
and the brilliant Desert Strike is
hot on its heels. In fact, it's a
virtual certainty that if a game
does really well on the Mega
Drive it'll be heading Super
Nintendo-ward in no tune at all.
(Sonic aside, of course...)

'NOBODY WANTS
TO BUY

1 recen t  l o c a l
• hop to buy Pi but
.to my surprise, ,  I  got

ere, the dealer said he was
riot taking in any more
copies of the game_ He said

t w a s  because Wings 11 wasuch better, and nobody
ants to buy Pilotwings•

This means I'll have to
Ibuy my copy from down

uth. Could you please tell
Iflie if the dealer is right that

mgs 11 is so much better
at to buy Pilot wings would,

ibe stupid.
I have received my Akira

* d e o  and I think it's
excellent, and that everyone
wi th  a Super Nintendo
Should subscribe to your
'brilliant magazine.
Tours  sincerely,
$  Dalgamo, Inverness.

So do we. As for
Pilot wings, well, i t 's one
of the best SNES games
ever, and your
shopkeeper would be
bonkers if he stopped
stocking it. About the
only thing Pilot wings
and Wings 11 have in
common is aeroplanes.
Apart from that, they're
completely different
styles of game. Oh, and
we'd rate Pilot wings
quite a bit  higher than
Wings 11- there's so
much more to it.

_.A

'THE JAPANESE DON'T
LIKE US'
First, I would like to say that
Super Play is the best magazine
ever, and also that I now have
Super Play and Total! delivered
monthly.

Then, I would like to ask you
some questions:
1)11 you and Total! are
published by the same
company, then how come you
both grade games differently?
Total! said Exhaust Heat was
brilliant and you gave it 69%.
You gave Rival Turf 58% and
TotaiI gave it 70%. Why is this?
2) Why is it that Britain seems
to have problems wi th consoles
and other countries don't -  eg
we have to have borders on our
SNES'. Is this because the
Japanese don't like us?
3) Could you
make Game-
freak look nicer
than just green



C o ( i s s u e  2)?

4) Is there going
to be a 10-game
holder to store

my games in,
because at the moment I have a
home-made cardboard one?

I would like to congratulate
you on an excellent magazine
(Totafl as well), and I would
never consider those other
magazines that take the mickey
out of their readers.
Kind regards,
M J Turner, Macclesfield.

OKay.
1) Total/ might be produced in
the same building as Super
Play, but we don't go in there
much. (It smells a bit funny, for
a start.) In the case of Exhaust
Heat and Rival Turf, well, we
disagreed, Simple as that.
2) We phoned them up to check,
and they said that actually they
think we're okay. So it can't be
that
3) We tried painting him all
sorts of other colours, and even

1

This month sees Super Plays free reader ad
section snowballing, with more adverts than the

last two issues put together! This is hardly surprising, as we
didn't have any in the first issue, and only a handful last
month, but still, good news all the same, eh? Of course, it
could be something to do with the fact that all supermarket
adverts are completely free! Whether you're selling something.
swapping something, looking to buy something, or simply
hoping to make new SNES friends, Supermarket is the place to
come. (Or send your adverts to, anyway.)

HARDWARE FOR SALE
•  Amiga 500 for sale. 1 Meg RAM, two joysticks, mouse and mat.
Loads of top games like RoboCod. Speedball 2, Kick Off 2, E250 ono
Tel: (0734) 422033.
•  Super NES (UK) fully boxed with Mario. £100 one Ring Alex on
(081) 462 5870.
•  Sega Mega Drive for sale with EA Hockey and one controller. E80.
Tel: (0592) 890113_
•  Commodore 64, all accessories, light gun, over 50 garnes (Batman,
RoboCop, Ohostbusters plus many others). Perfect condition. E l l a
Tel: (051) 474 4059.
•  Universal adaptor. Allows
US, Jap, UK carts to run on any
machine E7. PC Engine •
joystick with autofire E7_ •
Tel: (0604) 756467. •
•  Super Famicom for sale. - •Boxed as new, includes Mario
IV, two joy-pads and all •
accessory leads. Sell for E95
(not a misprint). Ideal
Christmas present, phone
(0992) 573248 after 6.30pm.
•  Amstrad CPC 464 with
colour monitor. Cost E300.
With E1004- games, books
and magazines. Bargain -
E140 ono. Tel Liam on (081)
578 6941,
•  Amstrad CPC 6128, colour

putting a bag over his head, but
nothing seemed to work.
4) If you check out Superstore
on page 97 you should find
what you're looking for. (It'll
only hold eight carts, though, so
you'll have to buy two!)

Yours,
Elaine Collins, Bracknell.

SUPER NES
PLAYER'

SUPERMARKET

UM NMI

Please print my advert at the earliest
•  opportunity coder the following
•  classification:
•  liaidvare for Sate
• Games tor Sate

Wanted
Pen Pals

•  Messages and Events
•  Fanzines

Lonely Hearts
1111

Our youngest reader (to dale). Alan
James, from Bracknell. Isn't he cute...?

'BEING QUITE GOOD
AT GAMES'
I read in another magazine
(Control) that Super Mario Kart
has a limited number of courses
and would be easy to finish in a
day or two. Being quite good at
games (I completed Super Mario
World on my second day), I was
wondering if this is true,
because I'm
interested in
buying it
and, at my
wages, I
can't

No room!
NO ROOM!

And that, Pm afraid, is all we've yid time for. However, as
ever we're dying to hear from you. If you've got something you
want to say, siNne question to ask, or iust fancy praising us a
bit (we don't oiled, honest) write to us at PLAY BACK, Super

Kay, 30 Monmouth Street, Bath BM 28W.
Don't be a stranger!

monitor, three joysticks, Multiface. mouse, 175 games and lots more.
all for €150. Phone (0542) 31213.
•  Amiga 500, plus external disk drive, 100 top games, two joysticks
and more, all for E275. Phone Jase on (0925) 755530.

SOFTWARE FOR SALE
•  SNES games F-Zero, Addams Family, Joe & Mac, UN Squadron,
Super Soccer. Super R-Type all £25. Street Fighter 2 E40. Ring Rob on
(091) 963 0679

WANTED
•  SNES/SF games wanted. Price dependent on condition and title.
Tel: Ben on (0422) 310383.
•  Wanted: UK, US. Jap Super NES games_ Please tel (0527) 32230.
•  Wanted: Super Famicom/SNES games to buy or exchange. Please
ring between 4 and 6pm and ask for Gary on (0423) 563646.
•  SNES (SCART or PAL) with games. Cash waiting. Phone Ian on
(051) 228 2436.

PEN PALS
•  Anime fans/connections wanted for new ran. Became videos and
SNES talk. Tel: Paul on (0926) 511717,

BM M U  M O  1=1 1=1 O M

B O O K  Y O U R  FREE A D  H E R E !
Its simple Ju51 fill in this term or a photocopy on Nock caps please, and don't lorget to add youf pe•ane number), stick it to the back ot a postcard
Ex envelope and send it to Supermarket, Soper Play, NUM Publishing, 30 Mcomouth Street, Bath 6A1 211lti If you're under 18, please ash your
parent or guardian to sign the coupon. This semee is rimy availaele to mete advertisers.

Mame
Addreee

Postcode

signalise et parentguardian (if you're
untier l e y _

afford to spend money on games
that won't last me very long.
Your sincerely.
Richard Gillis. Dyfed.

Describing Super Mario Kart as
'too easy' is completely missing
the point. Even if you manage to
finish all the courses, you'll have
such fun that you'll want to do i t
again and again. Then, of
course, you can play a friend,
either racing against him or
taking him on in the tab balloon
game. Besides, the mag you
mention seemed to totally forget
about the five Special courses,
and the tough 150cc option you
get if you finish them all. (If you
find that too easy, perhaps you
ought to offer your services to
Williams or McLaren.) Nope,
Mano Kart is brilliant,

s o  e w e  e n  e n  m e  mop

I want my ad In meat

Sorry. but Super Play can accept nu resonnsikitity ter ads placed in this swum
M I  E N  = i t  1=11 E M I1.11 I M P  O M MIS = I

(SUPER PLAY 3t
•
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20.95
24.95
20.95
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CIAIDPE, ,  M A R I O  NAN )  1 4 . 9 5

AliNTEtipo sc•Alcr 109.95
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KINK. J . ,  STICK 4 9 . 9 5
1 w i l ek  8 9 , 9 5
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MONTHLY COMPETITION
Each title purchased from us puts you

into our monthly draw to win E100
worth of software of your choice!!!
Plus, each console purchased enters

you 3 times. Winners will
be notified by letter

GA/4EPRO, ALHAM BRA
HOUSE, 27 CHARING CROSS
ROAD, LEICESTER SQUARE,

LONDON WC2H OALI
TEL: (On) 930 0600

,L

SIGNATURE:

SNESSCART USA , 1 A U )
M S  USA VET t PAC S •
OPEIONORLD . . . . .  , •  CALL
TUREO0RAOL ;OSCAR • GAME .065
NNAI org1.11• ANN GAME
GMEDRA•9311C•89.1 • 6311.010
PAEGAIRVE CCNSCLE • Pal
• 1 MVOS. • SCHK
HEDGEHOG.  0 3 2
NED GEO • I X4. DDITON
XIVEITCAS PSU 0,1* G E
HP 80 VD  • • E S P
LIRA AIGI00/51

ClUCK FMK. 3 8 0 0
EA H:E RONEY IS ..... „  MOO
ACONIC COMES 3 1 0 0
TEM/ JSA EASILEIEMIL - 3 1 4 0
PANILL•,'  C A L
DIAL. -  •,••  • M O O
.•-• • ,  H O P P E R   C A L L

•:••0311 C A L L
• .•I I E 0  C A L L
- DOOLOSIIIYORLD
-  C A L L

• T,RESILEMAMIL___ C A L L
.4:11111

' MUGS3 1 0 0
aL13

4000
'1,6$ 0000
-.ASK ORROCIRS. __L._ 45 00
/LA GlIGKE15181.1. _____36 00

0 1 0 3
roI,0XK/1404T1:11C- 4500

•II IPICUI

• ( A P I 4000
J460 CAE  E S  03
FLIAXEI. _ E L M
0 GP II 1  ...... _____20 00

• ' W14,3%.01, 1 5  03
• IRM. •    0 0

%Asa BEDS (..041,1. 1 5 E 1

';TEEL
ARIEL MASTER 1.101 1 5 2 0
WARMER Ii4 1 5 0 0
SO YALE, W., 2 0 0 0
SUNE MELD LPP• 1 0 0 0
AFTERBURNER I S C L O O
*PETE' LIAPI . 2 0 1 1 0
TADI POKE HARMER
mcusrf s EtAMOLEE . 3 6 . 0 0
1013 CHAMELEON
GEIEDEOG . . . .
DANCER HOCIPELD 2 , 0 0
MACKE RAINES  M C C
ROAD RAW  3 1 1 . 0 0
RANI NAM MORD 1IARI-____21100
INELOS  1 5 5 : 0
14EIDNE I API B O O
° m a i  DRAGCN  2 5 • C O
FATAL  2 0 0 3
K A M M  GOV 3 5 1 0skelErtmaIIAlD 0oe00soN6A91EISILL-35.03

7.03•1111i • r!,Ci
PC0030S0f415 OMIAA 0,2 iDgt
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IOCOG a l .  IOW ICOI. D'DEE 91FIER
ICC0 DRAGONS WEER p i ,  NFlZIONIL
ITGI. GHOST kumA rrGi

PLEA& CALL FM PQM
1.1 BRIO LIMBS HIND,
AEROIASTERS.PMEPIE ROD KICK
DOCK, &ODIN WOLF 0016BEFINIt
BOWS MENGE NYE 0011. RM.
LAPTAIR GALACIA.M. GUIEGAT LAME
NAN, NIGHICREAMILES, PARASOL
STARSANDEN SPLATIERRIOUSE.
5LEER SCIA M D R ,  TALESPPI R
nVE itoilLETEL sc0:01
MELMOIRA II. MAOSEAMOLE

SAMOAN EIS TO ERICALL rcerErms
110,•lob 1 0 ,  L

STREEITIONTEN N . . . . . . . . .  I D
SUPER MARK) loon° •  ao
SOUL MAZER M E D
MEN SIONSICELF) A S S O
MEM P I M
FPFKlealS 0I30
TISITLES IN TIME I N I S )
PRNCE OE PERM r e t a t l

DOUBLE . . . .  .*00
MI  AA Q M  WM
SUPER 0 . . . .  400
WEDS I . . . . . .  . . . . . . . . .  1900AWL ROSY uysirA oar...AM
O H M  STRIKE . . . .
BLUES MOE% C A L L
OUT CP OlIS KAP  C C .
MCKEY MOUSE C A I

Mail Order/Shop address

i t a  Console Concepts
The Village

Newcastle-a-Lyme
Staffs ST5 10B

I - C A \  ( 0 7 8 2 )  712759
SHOP HOURS

Set/Weekdays 9.00 - 5.30pm
Thursdays 9.00 • 1.00pm

Lig mi DAIL o°  IDLE

NEDAKS MANY_  4 0 0 0
ARCM;
CASTLEVANA IR 4 0
coa0*IP 4 5 1 0 )
EX TIVI, 1301048 .
F ZERO  . 8 5 1 0
F1 ICC  E I N
KENAI am..
F I E  MOUSY I  A N M
MAL FIGHT . . . . .   a t i o
SLIFER CAMS Ne 0 0 a r s  4 1 0
JOE VAC p a t O
NFUSTYS SLIFER RNOISE. _Aso
KING of 1HE ENEMAS 4 0 0 0
LEGEND°, ZELDA O M
WIER MANCINCED...
m a m m y
Nowt& Mak
ocm &LUDLOW_  0 0 0

puarmos A i n

SIMSH   * O N
SUPER BATUMI . . . . .  Ace
SIPS a g e
MO BOXPAG a c o

ON 9:NANO 4 5 0 0
NAN, ',FESCUE/MA a c o
SOIR Mos C A L L

UNA EA Eau

i i
SMASH rv

ALL US WOKS NEED CONVERMIll
USE ON UR 5NES OUR C011vERIOR

PLAYS ALL OAIAES MUSED SO FAN
Na NARK) KANT, oNLY

1117113 IN ME
&CNC BLASOAAN  4 5 0 0
AGRCELAT COMM . . . . . .
Fl EXHAUST HER'
4301.EE14 WATER 02 HEM 11303

DiNGSVHS M . 1 3 6
COSHOGKAG . . .  _  CALL
TOE NUR .......  a m
FIANNA V) I L I  00
HAI RICK NERO 4 5 0 0

KNAVE NM atallt ONES OP Ail
COMES DIAN 161 CM Nam MS

ALSEAT_FID) CM0O5EEA In t  Cs
ROWE AWE CALL US Et LeisstAz-

NE ALSO M N  LYE SAMNA Pc
EMAVETWVICOAVA• SAPP

ANNISNIXIMPENmsCON COME
ma ans. sho9 Pow No PIPE 41 • --: ORURO

GOCCS m a r  113 A/MAWR ISIMPAVOR

ORDER MAAS: AN couple; or clespokhsel Parcel Farce Next Day Delivery
(Sakeeey deimmy je extra 28.00) Cheques - Please allow 5 working clays for clearance.

Pi-P7. Consoles El OM, Joysticks E2.50, Each game £1.50
Please stale it you are a new customer or please quote your customer number.

Al machines and games are Japanese unless otherwise stabxt

L6ai!iEil
SIGA ISSAMITI (MP) NUM 1MS PACK

•  a  AL WAS PRE55,E
•  SEGA CON5OtE
•  I STANDARD ICPIPAD
•  SONIC NE MEMO(' GAME
•  I GAME of KKR

(WAG' 1.-P TO E35•  I coscown• 1 Fkbx gmoltowot•  1 Ex•A .004:, WITH
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CL 1E99
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•  1 STANDARD
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SLAWES (AR PE DONE Goofs will amt-trort GREIRECE

81111111* NO
MP COMM* EIS

ILIRICICHt GAMES PI STEKA M U M  ?LAMA 4CIUSE FALCON
POMO M S  RIME DIAN DEVI O W  ED MD

la /neat UM MINK M E M  W i n
MB CM MSS

LRIVE TILL ,ELL, LLJ1-11.! Am1,-, C,N. E  N I N  I E
Ti PRO •:74cAr X LYNX S, 11E40 LOGOS ARE REGISTERED 11ACEMASKS Of THEIR RESPECTIVE COMPANIES ANL
AK • NO-  RELATED NEDR ENDORSED BY TliEM. WE RESERVE THE R O C  TO ALTER PRICES WINDUC NOTIFICA-I •

ORDER HOTLINE 9AM TO 0.30PM

T E L  4 0 2 r 1 3 1 M l i a l l  M V S
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WHAT CART?
I V s  long, i t 's comprehensive. and now it's n e w

and improved' too! What Cart? is Super Play's
compiehensive guide to all the major  Super

Nintendo and Super Famicom games available in
this country, be they off icial releases or on import.
that's right - every single one! About 140 games,
altogether. l'Rbout 140 games!' -  the rest of the
team.) There's a mini-review of each one, along
with a mark out of  10 and a few other bits and
bobs to ensure you're completely in the picture.
• Plus! This month we've made a few Ell on 9 es to
What Cart? Gone is the practice of dividing
everything up into different rategories of  game
Itoo complicated.) Instead, we've gone for  a
straightforward alphabetical order, which should
make it a bit quirker for you to find the game gou
want. We've also thrown in a few 'Top Fives'
dotted around the place, to give you an a t -a -
glance guide to some of the best games available.
• Do you know of  a game that's somehow slipped
through What Cart?'s net, and hasn't been listed?
You do? Then wr i te  in wi th the details ot i t  and a
brief review, and we' l l  t ry  to include it in the neHt
issue. In return, you'll get a mention in the
magazine and a Super Play pen. Write to What
Cart?, Super Pray, Future Publishing, SD Monmouth
Street, Bath RR1 ?BM  !Sorry: 'please'.)
ACROBAT MISSION iJAP I
Teichien, 8 Mbil
1 player, SP2
A despicably feeble sertical
seroller (Not a goorl start)

ACTRAISER (JAPAIS/UX)
EnotQuinlet. 8)8 Med + 88
I player. SP2 .91TA•
A brilliant combination of atrmegy and
Madam action. Graphically a s very
well done. but the visuals are left eating
dust by the outstanding music.
Make SUM you buy the UK or LIS
versirm - m u c h  more
playable with English text!

ido

THE ADDAMS FAMILY
OAP/US/UK)

H  N o t  the last word in plathimi gators by

I -  s w a n s ,  8 Mbit
I player. SP1 l in

an)swans, hut tins Ls stl l  i a  polished
arid enjoy ahle romp A large game.
leaturing well-integrated adventure,
puzzle and shoot-ern-up elements.
!wielding an addictive challenge that

Zir)
te)

. e t )  g e t s  quite fontrating at placesalthough a helplul password
system allows fairly clocka l  ;

i c o m p l e t i o nco t
J A G U I l l  SUZUKI Fl SUPERbi- D R I V I N G  IJAP)I

114ct !  COZC, a Mbil1 or 2 players
D  I  F a s t .  Xi Mode 7 courses and tunnels
Z  i  a n d  bridges' We were surprised.
IX a n y w a y .  This game L5 Mi re HIV ly well

I p r e s e n t e d ,  but suffers from theunfortunate nowarningotcorners
eel

problern that seems to plague so many
Super Nintendo driving games II you
i an live with that. however, the
split-screen two-player mole as
,I dentine ?mous

0

O r a

AIR MANAGER IJAPI
Koei. 8 MN BB
I to 1 players
Ul i t iV iuna te ly  uninte l l ig ib le  UnlehN
)ou're noon in Japanese. this is a mot,
well presented busicie“ strategy thing
*king the lines of Itinfrorad
Noon. Nice Mode 7 Intro.
knposnMe to Kidee.

ARCANA (US)
Alternative name Card Master (AP)
HAL. 8 Mbit + BB

player
An POI; theled around a 31) perspective
(like Liungerm Minkel woods good, but
it suffers Irons a very plodding pace -
the combat scenes are particularly long
anti drawn Ind. Graphseally n o t  bad
and the music is well clone, but
only rsally recommended Inc
diehard RPC fans,

ASTRAL BOUT (JAP)
A-Wave, 8 Mixt
I or 2 piayens
A wrest lirighipiting game, and not a
very good saw at that Graphically not a
complete disaster, but the sprite
collision and placability are viety ropy.
Fighters bobble amund the remelt like
they've go atones in their shins and,
when you think you could buy
&reel FgNcr If instead, what's
the point'

•

AUGUSTA MASTERS 30 GOLF
OAP)
I&E Soft. 8 Mbit + BO
I t o  I players
The first g o l f  game on the Super
Famicon, and still rather good despite
Japanese tent. Graphically, it's a Mild iirr
of bit-maps and polygons and it
works code well The screen
ambler:1;mM be taster, though. ( 1 1 P

KEY TO YOUR CHRRT
You wouldn't believe how easy What Cart? is to understand. Perhaps this diagram might
'go some way to convincing you, though:

Publisher

Number of players

A brief synopsis of
' the game

Game name

SUPER PROBOTECTOR itiKj
Nternattve names'. &Nara
(USYContra Spirits (JAP

g Mt*
or 2 players, SP2 wry,

This Is currently IA.. hest platform
shoot:ern-up aro d .  Superb use ol Mode
7 and an amazing • omni soundtrack put
this in the super Brilliant
two-player action  4 1 1 1 1 (it
essential stud.

If the game has been reviewed in a
previous issue of Super Play, here's where
you'll be able to find out which one, and
(ves!) how well it scored

If the game's known by other
names abroad, they're listed here

Cartridge ROM size

A mark out of 10.
(Games with an
overwhelming
amount ol Japanese
text, rendering them
more-or-less
unplayable, are
marked 'Impossible
to judge')

111

AXELAT (JAP/US)
Konami, 8 Mbd
I player
Okay. so AreAry's a little thin gameplay
WiSe, But - ooh' those graphics!
They're quite possibly the most
impressive ones ever! There are also
some mind-bOgglitkg b idd Ies ,  and the
game alternates between
hooronial and vertical scrolling,
whk•h is neat

BART'S NIGHTMARE (US)
Acclaim, B Mbd

plarr,SPI
The lormula may not sound promising -
Iota Wilde sub-games rather than one
big one -but this is absolutely
superb, and very weird
Wonderful graphics and Iola of
humour. and it's chaliengnm

BATTLEBLAZE IJAP)
Sammy Com. 8 Mbit
ice 2 players
An awkward game that's nowhere near
as goad as its contemrimades m this
case Streer r  a n d  Hoarse L I ) .
Graphics are okay, the soutnts

okay. it plays okay and there's a o b .reasonable range id moves, Ind
you could do touch better,

BA1TLE GRAND PRIX IJAPI
Nasal. 8 Mbil
I of 2 players
Remember Super Sonni. the coin-op?
Well imagine a version of It (le an
overhead view driving Ione) where you
can only see a tiny area ol the track
around your car, and have to rely on
Mile signals to warn you ol comers We
had a hit id trouble with that one,
eventually corning la the
CORCItSiOn that it's 'challenging'.
Lois ol babes in it, though. 1 0 J

b HON
Jaleco, 8 Mod
I player
Alters promising hind end, and a
couple IA goof tunes, the abysmal
graphics and virtually non-existent
gairreplay make lot what is surely the
word driving game on the
system. (Nothing like the
anginal coin-op)
OILI LAIMOCCO'C COMBAT
BASKETBALL (US)
Hudson Soft. 4 Mbit
I or players
Originally an Amiga game called
ham- Baykerbalt. this plodding
speedball clone Is a surptisingly
poor release from Illid5OM Soft.

BLAZEON (JAPiUS)
Anus, 8 Med

player
A tacky horizontal se-roller with armor-
style mbuts in. Ifs kinds dillerent. but
everything's so crude and aerky Thai
makes this game crap - there are
Nil many better slitail;ernmps
to choose horn

BOMBUZAL
Alternative name Ka•Elloney (US)
Kemco, 4 Men

player
You have to clear boobs Roo mazes of
tiles by setting olf chain reactions.
wain-nit getting blown op 'ourself - the
levels are well designed mei take lots of
skill to negotiate. But !sigh) the a l kgraphics are dreary, and,
strangely, it's boring to play

CAMELTRY tJAP)
Ariernatiye name. On The Ball ittS)
Tarter, 6MM
I player, SPI Srt,
The idea of a rotating Mod..? o w e  Wilfi

•  1 , i 1 1 1 1 ,  111V, a n  0  15 i ,  i
hut Tani, haven't got the most front it
The levels are imi easy to
complete. and once you've seen 1 1 1 1riwin )11 •  l e

CB WARS IJAP,
Banpresio, 8 Mbd
I or 2 players
A strange anime-scroll-along-andArack-
nashes-witiewhatever-youvarelindlype
of game. RPG elements and lots of
Japanese teal render this a
claws kir most m a d e
hop WSI hie to lodge.

CHESSMASTER (US)
Mninscape, 4 Mbil

or 2 players
If you're alter a chess game you really
don't have much choice, This plays a
strong game l'we, en. thank) Ind thrrt'N
r(NNTI ha improvement. Its risdly
awfully presented, and the tunes after
each move -  ridiculous Idea an it is -are
more irritating than you'd believe
possible And check out Mal
amazing menu!

TOaAillit.1ill8SmTbdWIN (JAPAIS)
or 2 players

lacking in levels tor a Dona; game-but
tins isn't all bad news. Goori graphics,

,r.e:lenotaulst, n t r i a , : u t i

ior
,lowalown tor an early title make It a
reasonable buy. though it's not

levels

0 FORCE IJAPIUS)
Asinik, 8 MINI

player
An absolutely appalling shoot:ern-up
with nsaybe the worst graphics. sound
and pfayability on I lbg. SIM'S Subtle use
of Mode "'gives the useless visuals a

1



•linely• block!, I I  aranc• - not one to
show oft to you trtends
Dreadful soulful. too. Leave
well alone

DINOSAURS (JAP)
Alternative name- Dino City (US)
hem, 8 Mbit
I player. SP1 83%
One ol Super Ray's very favourite
platiotm games ever this has brilliant
graphics. cute characters and psenty of
amusing moments. The snag Is
its miles too easy to finish Rut
we Ira, it all the sante.

DIRTY CHALLENGER (JAP)
Mtmt
or 2 players

Yet ainglier dire wrestling game Iti.•
bine it Inc-hales some very dubious
-grapples' - you could be
mistaken for thinking it was all a • •

well, dirty.

DRAGON BALL Z (JAP)
Bandai 8 Mbit 4 BB

plaso r
The original Japanese Limon &i)(amIlIr
Series has appeared oil the Khit
manicure (NES). bur this new version is
the first available Inc itw Super
Famicom. Basically. an RPG with
combat scenes and enough Japanese
text to scare away the most
persistent gamer. Extrenwly 8-bit
in Intik too lima issible to judge.

DRAGON'S LAIR (UK)
Elite, 4 Mbil
I player. SP1 82%
This looks gorgeous plays well and is
tar better than the straight conversimi
01 the con-op that other machines have
suffered. But the frustrating
difficulty level hides a guise in it
as lengthy as it might . •  ,a-en

OBAKKHEN (JAPJUS)
Kemco. 8 Mbit • Be
1 player
Based on a French lbllsoniptlter
RIN.kadventure this has reasonable
graphics but an awitil combat system.
Most people will find this a real bore -
even avid RI% tans - but it you

the US version obviously!) . 0 1
cor tempted. make sure you get

EARTH1IGHT (JAP)
Hudson Sot 8 Mbit + BB
1 player
Based on a popular PC Lfigine game
called ,Vectorts. this is an interplanetary
space strategy affair, but there's enough
Japanese in hereto make It
pretty tricky to work out Avoid.
Impossible to judge

EXTRA INNINGS (JAP/US)
Pdieriatlyre name: Ganba League
Baseball (JAPi
Sony imegeson, 8 Mbit a BB
I or 2 players
BasehallS, tricky to translate well to a
games machine, but this probably
makes the best lob of it. with cute
characters and slick action. If
you really must have a baseball
game, then go ior this on

F-I EXHAUST HEAT (JAI')
Alternative names: Ft ROC (US).
Exhaust Reat UK)
OceamSeta, B HtsI + BB
I player. SP2 00.
Your cat looks a lilt mall. And you

don't gel much warning of Carlient
Coming up. So unless you keep one eye
on the map, you'll keep crashing. But at
least you get a proper 31) view of
the track. Hardly a favourite, but
some people love it to hits. t o

FINAL FANTASY II (US)
Anernative name: Final Fantasy Pi

LSquare, uare. 8 Mbil • DO
player

A strange orw this as in Japan Its the
tourth in a very popular series -this Is
the first version to make it to the SNES
said while its graphically basic, the
lovely music and the involving
nature of the quest nits it way
above lesser RPGs.

FINAL FIGHT (JAP/USIUK)
Capcom, 8 Mbit
1 player. SP18,61.
The best wallantalong-heating-people-
up game on the Super Nintendo_ On the
plus sate are its brilliant graphics,
variKI opposition and devastating
moves tin the minus side It lacks a
twieplayer mode, and therekwe
tends to get a little dull in the
kocIR-terin.

FINAL FIGHT GUY (JAP)
Caocom. 8 Mbit
1 player
A pointless new version vdiere the best
chareater. Cody, gets the chop. and Guy
replaces him. A poor ganie-rausic
CI) is included The game is
slightly easier than the original_

FIRE DODGEBALL (JAP)
Sunsoll, 8 Mbil
1 or 2 players
A cute, maim version of a very weird
game rseeSLI/Jodgebuit for details). The
graphics ate- pretty good but the pine
itseit la a bit too simple to be
particularly rewarding. The
lengthy intro sequences before
each game don't help. either.

F-ZERO (JAP/US/IIK)
Nintendo, 4 Mbit • BB
1 player, Sri 88%
The &final.- Mode riteing pate.
Ilead last and dead smooth. And dead
rinutly too. if you don't watch out tor
the vicious computer-controlled hover
cars. Bland scenery said an unlikely
luturistic selling are untortunate, but
It's both a decent game and an
impressive demonstration of
lust what the SNES can do

GEOHGE FOREMAN'S KO
BOXING (US)
Acclaim. 8 MINI
I or 2 players SP2 18%
Boxing games are invanably
awful - but this avant'

GOLDEN FIGHTER (JAP)
Culture Brain. 12 MOH
1 or 2 players. SPI 42%
Avery ropy Street Fighter g 'tribute'. The
graphics are rubbish, I he gameplay's
rubbish, the simad's rubbish_
This is one to avoid if you can
possibly help it.

GPX CYBER FORMULA (JAP)
Alternative name. Cyherspin (US)
Takara. 8 Mbit
I player
Another top-view scroller. and anothci
case of yikes-was-thatiecorneri But this

time, tor a change_ we've gilt mime
charac te rS  rac ing  in an ime  cars.
And really smooth scrolling.
Other than that -aYrrage.

GRADIUS III (JAP/US)
Konam, 4 Mbit
I player
Similar to the ruin-op and -
astonishingly - all packed onto a 4 in.-.

INDEPENDENT SUPER NINTENDO MAGAZINE TOP 5
DRIVING GAMES

predictable? Us? Super
Mario Kart roars into
first place in our poll of

poles. (As in 'pole' position -
geddit?) To be honest, it
doesn't really have any
serious competition at the
moment -  F-Zero is
technically impressive and
fun, but lacks the character
and depth of Mario, while
the rest are miles behind.
Look to Human's Grand Prix
to change all that though...

F-ZERO 8690)
Technically very impressive- how
many people bought a SNES based on
the look of this alone? - and playable
futuristic driving game. Great Ion.

cart, this is one to check out. It's an
early title, mmci slow-down is a problem -
It rather scuppers the iitherwtse
beautiful graphics and poweeitti

Sall, it's more impressive
and playable than Soper R-rnue

GUNDAM F-91 (JAP)
Bandai, 8 Mbil •  BB
I player
A huge selling tin Japan) arcane,' •
strategy game, with Japanese text. Still
playable it you are willing hi
persevere but this is essentially
one tor real robot tans may. e l

HAT TRICK HERO (JAP)
Alternative name' Super Soccer
Champ WS)
Tait°. 4 Mbil

in 2 players
A slick immersion ol the coin-op
ihotbett Chtmnp. It's incr,uhly fast, but

SUPER Fl CIRCUS (83 %)
The best of the overhead-view crop,
with enough detail, and good enough
car handling, to make up for the can't-
see-where-you're-going problems.

It's rather too easy in one-player mode -
you'll need to play a chum to a ihave ally fun. Oh, and it's not as
good as Stmer .5007, _  _

HOLE-IN-ONE GOLF IJAPILISI
IIAL, hsMhit
Ito 4 players
A fairly old foam. but still one of the
hc-o u , i I  -  wha t  i t  tacks  in

AJMER MARIO KART (93%)
What can we say? Brilliantly
imaginative racing action, a weird (but
brilliant) head-to-head duel game. and
141(N of brilliant characters. Brilliant!

. *  .ra„,-„„

TOP GEAR u
The nearest thing to the Lotus games
on the SNES - about as fast as you
could get on Itie Super NES, though
better graphics would be a help.

F-1 EXHAUST HEAT (6ro)
Slightly empty looking, but fast,
effective and playable. Formula
based game. We expect to see much
better out Malin though.



c.•

ILJ1

technical ingenuity, it makea lq inr in
simple pick-up-and-play user
Inendhness. The nverhead view used
WO much like playing the real game,
but nice Mode 7 course
inunductinas help a s  dors
turning the mune 00.

HOME ALONE IJAP/LA.,UK)
THO, 4 Mbn
II tilloyan
A thrinnighly dire attempt to cash in on
the saccess of the movie Hopeless
graphics and sound do nothing to
rescue the hanal gaineptay nom
the Haws id drudgery and
',ilium A waste ot money.

HOOK IJAP/US)
Sony imagosoft 8 Mbit

kilineen 7.'••••:1
Skiwanoving, bia otherwise an
attractive platforrner that lies in With
the film quite neatly I ts a hit
easy to finish, though, an all be
no, en, Peter Pan.

HYPERZON( IJAPIUS)
Hat 8 Mbit

t i iam
A wry poor 3O space shoot-ens-up
using Mode 7. but with nothing else to
recommend it. Tedium City is
your only cleatination when
you've started this one up.

JACK NICKLAUS GOLF (US)
Tradowtst, 4 Mbn
4 players
Fans ol golf games that present things
from just behind the player will like the
look tri this, taut the pallitnity slow way it
rir,swa the screen helote each shot, not
to inention the amid-be-better power
meter, help muck everything up.
Not nor ad our favourites. but it
will End its Ian,

•

j .
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JERRY BOY IJAPI
Allunanwe •Tiftme
Sony imapason. 8 Mbil

paw?
A runolthroilli plattitrin game with
only its blob-shaped hero to
distinguali it horn the crowd
Very average.

JOE AND MAC (JAPJUS/IJK)
Data East/Elite, 8 Mbit

•lariawirai
A pod ciumersion of the original
arcade machine, with a few bits missing,
;aid a fray more lagged on. Graphically
its nice amid colour-ha but the tunes
dont vary and the gameplay becomes
very repetitive by tno soon. Not

younger players should enloy it.
clinch of challenge here, but

JOHN MADDEN FOOTBALL
IJAPI US)
Electronsc Arts. 4 Mbit

What was • brilhant game on the Mega
DTP.* and Amiga simply doesn't cut the
mustard on the SNTS The progra [mires
weren't equipped to convert o as can
he seen in the uninspiring graphics. Its
said that the official LK release

make amends.
O. ailed John Madden S1.7)- will

KINGS OUEST V
Bronson. 8 Mbit BB

i i I w m
Nothing to do with the Sierra range of
computer adventures, this recent

addition to an inexplicably popular
range of Zeknestyle FRPs looks, to the
untrained British eye at least, like -a hag
pile of steaming nob II you speak
Japanese it Awn, ul course, be
tab - but we doubt It. Impossible
to judge. Sat

KING OF THE MONSTERS IJAPI
Takara 8 MOO

do : 0 4 1 4 0 ,
A fairly enjoyable Neu Geo game that
seems La, have been clumsily converted
to the SNES. Ii's really too dull
and unimpresitue to gel even
tans of the original exited.

KOSHIYEN 2 (JAP)
KAC, 8 MITI
Let Insilwels
'Nis would be the most hog nLaiet., , I
baseball game except that it's
very weird and very Japanese
i t  bad. overall.

.,714

KRUSTY'S SUPER FUN HOUSE
(US/UN)

Acclaim, 8 WW1
musitet M e ;

A curious blended piesthrowing, puzzle-
adving and platform action make this a
refreshing challenge. Graphics and
sound are reasonable, but it's the
excellently portal gameplay Mat makes
the game. Passwords should be
ghen more regularly to reduce
repetition though

LAGOON I JAP/US)
Kernro, B Mbit eBB
II now
This lea fairly involving game, taking
some elements from the Zelda series,
but forgetting a kg id the mitre
imp/Irina ones -  Including a map.
which can prove extremely irritating in
certain areas. However, the graphics
and snund are pleat-sat enougli - this is
worth considering, but only alter

m y  played Zelda. Final
1;,inlasy If and •Skazi Moiler.

LAST FIGHTER TWIN IJAP)
Banpresto, 8 Mbit

:I2Iptiromer,
Super netormer minas in a side-on
heat-'elieup. lice graphically and
stalk:day. but a limited game all
the amne For SR fans only,

LEGEND OF THE MYSTICAL
NINJA

.41tbrrialtad t o w  I t e m =
Konami, 8 M hat

,arr24thaorrm,
One of the best games for the system,
mixing RE% mhent um-Idyls. wandering
with:side-on O a t h =  actlini.Wonderiul
oriemal flaunt besatifully drawn
graphics and an addictive chalkmei -
Though the Japanese version is
lairly accensible. hey the LLS sari 9  -
to get the best value born this.

LEMMINGS (JAPIUSAJK)
Suns& 8 Mbit

This one's been a huge hit on every
format it's been released on II lakes a
while to get to rips with. true. ttut
len...mows Is one el the most Original.
ingenious and downright arida-nee
pines ecre. rArh level has a password,
said there are loads Of them (mare than,
tor example. the Amiga censor!).
A bit of a Super iluy lavourite so
you've ready got to buy Mts. s o y '

MAGICAL GUY ADVENTURE
(JAP)Bandai, 4 Mbit
ithtWe

A lolly lithe plarinmi game that
combines wacicy Japanese humour with
cumsy sprites and backdrops Hardly in
the class of Sapez Mono HUM
hut moderately entertaining
nevertheless.

orTrougurrr=2 Own!
MAGIC SWORD (JANUS)
Capcorn, 6 Mbit

pikwerr
Capeom's first disappointing release,
though not so surprising when you
consider how bad the original arcade
game was. Instead ad giving the
corns-main the L',•o Squadruil treatment
mat hriptsning the gamentay for the
SNLS version. the programmers have
simply translated the original. And they
haven't even dune that very well- this
is a tinsige lob on the whole, with
mixed quality graphics and
terrible slow-down \  All

PAIN
Nintendo, 8 Mbit + BB
ii plawarr
A painting and music package thai
really only for ymingsters It's very
basic (only 16 colours' tin a system
with thousands') and once you've
drawn something, what clo you do with
it' It's free with the Nintesidn
mouse - but wail until that's on
sale separately.

METAL JACKET (JAP)
Mos, 8 Mbit
II gritneer
A horrible experience Atha aren't
doing themselves any favours
attempting a libation/1 game - a genre
where you haw to be really good to
stand out. This is an E-SWAT
clone with gilled animation,
dire sound and inept ganneplay.

MUSYA (JAP)
Datam. 8 Mbn
1110,w.
One of the worst Super Fantworn games
ever - though it's up against stiff
competition. Initially, the nicely shaded
backdriars give it the took 01 a &VI
Anuir clone, but %lien you see
your hero mime along and
Waddle his nick, it pails. 9 .

NOLAN RYAN'S BASEBALL I US I
Romstar, 4 Mbot
ion/2400nm
Just as slick as Ertnr bump, but
without the cute rharactem. and
It's slightly trickier to control.
Still, not a bad game overall.

OTHELLO WORLD (JAP)
Tsukuell 8 Mbit
11,m1Loilinyinti
Marl a strong game tti Otherk, lit you

it hs k i c k s  goad, and has
some cute touches. But why would
anyone want to spend 5411 run a
cartridge that plays riffraff.? Floe
lair brushing up your technique.
but otherwise very sad indeed I l k . ;

OUT OF THIS WORLD (US)
Artnindttur link iflmlIsiieltilWI
Interplay. 8 Mbit
II islinveLitriliCY.
the grapnics on Ins cane are ahanintely
superb - playing it is lust like watching a
fihn The retina is varied, and !lime are

lots of great cinema-style close-up
shots, but in the end there isn't
really enough therein make it a
classic

PAPER BOY 2 IUS)Mindscape 4 Mbit

In tins game you're a newspaper
dellsery boy (or girl) and the oldert is
to cycle along, ea delivering
newspapers. 'there me some obstacles
to awed. things to hit with papers law
bonus points, and that's about it
It's horribly boring, and really
can't be recommemled

PARODIUS (JAP)
Konami, 8 Mbit

anew
An absolutely brilham conversion of the
coin-op. and one that easily ranks as the
best of Konarni's recent string of
classics tor the SNES. Super-lily colourful
sprites, ii hilarlina sense of the biaarte,
and stone novellent musical
compositions are lust the icing
on the cake. Hugely mom/able
(thoatti a little easy to finish).

PEBBLE BEACH GOLF LINKS
IJAP(US)
T&E Soft, 8 Mbit + BB
Litunalliwerri
The third addition to the 31) goN sem
and unsurprisingly very ormiar In II,

others. ACCUrair drawn to the o h mwaves on die beach, but the
;a3ril nkro*  n i s i (  is laughable. ,q1.111t ,

PGA TOUR GOLF IJAP/US) .
Electronic Arts, 4 Mbil

Slick presentation (so-called experts
talking you through the holen,etc), hut
it masks the fart that this is a Fairly pour
SNE-S conversion ril am otherwise
excellent sports game. Ou other •
systems PGA Tour is the golf sin, itart

here La's lack of SNE expertise 0 1
scuppers limits. Still, yun could
di, worse.

PHALI.ANX IJAPIUS)
Kemco, 8 MON'
I pavan :Sr. l ir,
Horizontally Enrolling shootern-ups ear
two a penny on line Simper Nintendo, and
a neog contender really has to do
something different to stand out. This
one has ininr decent graphics and
challengiag gaineplay but
at the end or the day is pretty
forgettable.

PILOnVINGS 1JAP/US/UK)
Nintendo, 4 Mbot

,sr.,112•
SNESousting aviation fans aren't exactly
small liar chuice as the moment, but this
should be enough to, Cr, spin then
propellers lair new I t  boasts a huge
range of flying machines (from
parachutes to helicopters), and super.

smooth X/ graphics, anti itiere's
evens decent game rattling
around in there, too.

PRO SOCCER (JAP)
altunnothie ntim i 1 t t  Leagpw
lower
Imagineer, 4 Mbit BB

or 'aiiiitravoi
A really shaky conversion of kick Off,

•
PIPEDREAM IJAPI

,Bullet-Proof, I Mbit
varliganwea,

A well turnedoet puzzle game where
you've got to link different shaped bits
of pipe together (-Way, hat it
gets bonsai without ever being
exciting to Mart with 4 1 1 ,

PITFIGHTER (US)
THO, 4 Mbit
T itsirWtr
Ali utterly appalling conversion of a
popular coln-op. Fare graphics
and tear-main gaineplay an,
the main culprits. The pith.

POPULOUS (JAP/LIKILIK)
Imagineer, 4 Mbit BB

l?'"'"'
heeaigina.97..lallnese version of a

classic UK game that puts ynao m the
shoes of God Almighty himself. A
smashing game, though it con get
frustrating land quite boring',
eventually.

PRINCE OF PERSIA (JAP)
RCS. 8 Mblt
i i*"MWuperA s l i  conversion ol the computer
classic with mew graphics, a brilliant
intro and stab Laurence (WAmbia-slyie
soundtrack. Not an easy gamie but the
password system allows
progression without Pa. mud!
trouble. A clah,c,

1
'  •  a 4181' l i p  V.
I V  V I  W e l l
Illi ,-- I I I  I R V  e I'

S a l a  1 1 1 4  III .1 1 M I
ku

1114.1V— 1111
a411 a d
I  M I  VW , 1 0
t o u t i o t t  a l r  S 1 P R I P l e t t l i t

I t ' s  much more
fun with a
friend! (And so's

playing games, ho
ho.) Two player
games are about
the best fun there
is, but - oh no! -
Mario Kart takes
the top slot' again!

E l l  HAM l'AH i q r . )

Crap graphics, hut last
pace and high bun
factor. A must buy.
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with crude graphke, and
hopeless gamtplay Buy Super
km* Off mstead

RAIDER TRAD (JANUS)
Toei, 8 Mbit

Tar inef
A great game on the PC Engine and
Mega Drive, perhaps tan a tragically
slow affair on the SNES and not
meraninended. It should have been
such a peal game- madly it seems that
the programmers were too
Inexpenenced on the machine
to do the job properly. 011
RAMPART (US).
Electronic Arts, 4 Mbil

Tudtweacea liftt
So peimitivelooking you Initially
wander why it ...allowed to hve.
Melt apart from the great 31) hit) But a
fete minutes playing reveal a game
that's actually bnillant fun. and
two-player mode almost rivals
Nano Kai.

RANMA 112 IJAPI
NCS Masiya, 8 Mtn
IliorMluptecr
A neat one-on-one beat-'em-up with
some very odd mime characters (who
change sex when they get wet, and
sometimes into itiont pandas - don't
worry, there's a Japanese Pu series
which captains it all). Mismatching
characters can be a probtem,
but on the whole it•s great to
loak at and play. A A /

RIVAL TURF (JAPIUSAIK)
Jane°. 8 Mbn

se _l'ultavera
fled rol ls main rival. Not as 'together'
Sifts opponent - mare repetitive
baddies and rougher aninualoo are the
main) qualms - but it has the enormous
advantage of simultan, 0 - p l a y e r

action, including a Street flgtamr
head-to-head mode. Which one
do you go tor? Um, well there's
always Tallies_

KUNIO KEN (JAI')Tectinos. 8 Milli/
UoriTaithwers,
An add mix oh beat,eninp and
adventure game. We hail luta ed hull W101
it in the office, beating people about the
head with pillows and suitcaaes. but we
didn't have a clue what was going nil as
IL5 all In Japanese. You might he mille to
suss it out, but it got a lukewarm
reception even in Japan.
Impossible to judge

THE ROCKETEER (JAPAIS)
IGS, 8MM

Lovely graphics, but that's almait it It
consists of watching a string ot
games in which you don't really get
much say - it's just luck id you
proceed Irani one game to the
nen Awful.

ROBOCOP 3 fLIS/UKI
Ocean, 8 MIA

Owes). lit NAO.
It's got a neat •RobeKop feel, but
gaireplayarise thin in severely wanting.

hostratingly difficult, and
perseverance ls rewarded by an
unimaginative shooter with little
connertion with the film. For
true, erro,

ROGER CLEMENS' MVP
BASEBALL (US)

Acclaim, 8 Mail
.se 2;innares :Sr.! 7E%

Baseball games don't come much better
presented than this. Fab
artino viewed through dittereni
camera anFtles makes this 8
lhor.., e n j o y a b l e ,

ROMANCE OF THE THREf
KINGDOMS II (JAP/US)
Kati, 8 Mbil + BB
11-1111011FMS,
If you've got lots of iriendstl)thas es at
least sociable. Loads at interlocking
ancient Chin ear kingdoms make
alliances, split i v  then make other
alliances, lots of people (presomablY)
gel killer], and we rant usage sense ot
any of It The recent lytaemaneavalable
LS. vendeni newals a fairly simple little
game under all the ramps and
text-boxes, but still oot
recommended.

•

RPM RACING tJAPIUSI
Interplay, 4 Mliii + BB
II out .1 pintail!,
RPM stands, in this case, Ica li4di.11
Psycho Machanen, le those ridiculous
trucks with big lyres that fascinate the
Americans. The scrolling's rough, you
need clairvoyant powers to anticipate
Corners, and ii uses nicker,
kilter lac r graphics'° nO
obvious elicit But good tun.

SD DODGEBALL tJAP)
Bonniest°, 8 mho • BB

21,kilinsves
liased on an intakfinary (we hope) sport
which involves krkocking out inenthers
if the opposing team by throwing the
hall at them, this is but one of a series al

Dodgeball games tram liodterhota •being *Int her) and probably
the worst

SO GREAT BATTLE fJAPI
Banpresto, 6 Men
II Itilrwrii
Japan's hugely popular Super Deleernee
series has spawned a lot of Super
tamicCan mink-cuff games. and they sell
,,e11, no matter bow (ruddy they might
,er Thin was the first to emerge, anal
really isn't anything to get excited
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E l S U P E R  MARIO KART (83%1

We've said it all elsewhere Just try
playing this with a mate, then youl .ee
how utterly tab this is.

61 TENNIS t92%,I
• -  -fient one-on-one tennis sim. and
probably the best of the initial batch
it games released with the UK SNES.

- -  •

_.,..... _. _
E l S T R E E T  FIGHTER II (94%)

Many people will rate it above Stanb
A'art, but we know which one's
wasted most tithe irt this office

0  ' E R  SMASH IV (84%1

head-to-head, but velptrig out the
bad guys together proves almost as
much tun.

about, being a trusty r al arcade
adventure with tedious gaol-
play You have been warned!

SD GUNDAM (JAI')Sandal. 8 Mbit • Be •
a pima
Again we bead alto Japanese RPC-land,
this variant starring a 'Super Delunneer
(re squished and cut illed I version at
Gandoim the toted popular niecha
robot character in Japan. The format
traditional Japanese RPG, but the
crappy graphics and sound arid
use of Japanese WEI make it 0 , 1
implayable linpoSsible to noi r

SIM CITY fJAP/USIUKI
Max's/Mislead°, 4 Wit • 13B
3,11issen.S111
Bullet the city of your dreams.. then
bring it to its knees! The SNES version ig
this all-time great is probably the ben
yet (emelt more user-trienally) although
it hardly pushes the machine to
Its limits Extremely addictive,
at least in the shortterni.

SIM EARTH IJAPI
magineer. 6 Mblt • BB
II ollitwar
A follow-on Bann Sirn City that
unfortunately tries in bite oil ninre than
it Ian chew, ,i'mfre basically put in
chair  of the entire planet. which would
be horrendous enough in itself, but
when the whole gaine's in
Japanese Cr, nolhanks.
Impossible to ludge

SOUL BLAZER (US)
Alterninweintin S a a r  1
Enix, 8 Mbit • BB
Untiwww
Slick graphically gorgeous and not
entirely unlike Zerdo Cle an RP{,
Japanesestyle) Avoid Sold
Broder, the Japanese version
(wings you're Japanese). •

• I b m i t a n i k •-  _
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SONIC BLAST MAN (JAP)
Tartu, 8 Mbit

plasm
A scrolling heat-cm-up with a tattier
central character i trait MOM - he's a
superhero with a deadly line in
punches. It's a beateni-up
marl trims, though, and
consequently gets pretty dull 4 d i g h

SPACE FOOTBALL (US)
Atitimantiatiantai :Ja t t l r  1-16119fOlfat
AMP.,
Tritfik 4 PrIbit

plopet,
If you've played Roalo:er on the
Comsnodore 64 before, Dials probably
ihe chismi to this - ',withal!, played
between two 'things' on a fast. :tin
scrolling pitch. it's an idea that provide*
Iota of thrills m the short-terna but it
isn't really enough to lustily
splashing out this much 10010n
this game.

SPANKY'S QUEST (JANUS)
Natsurne. 4 Mbil
I
A ineckey called Sponley? Bouncing
tkibble57 You just wander round las 01

Mika -looking screens. OMR
buddies (with the bubbles:1 and
colleo•ng keys. Boring.

SPINDIZZY WORLDS

Ascii, 8 Mbit
psiiwni lir:1401N

Sptodtzzy's sparkle seems to have
dulled a Mlle sake its heyday on the
Spectrum, partly thanks to the game's
hIht ol emphasis from

expinration to puzzle salving. A
neat little ehirkg all the same.

tSiTARpEIS Ts FIGHTER R II
Capeetn. 16 lan

;sit Li$inemes IT!!Don't believe the hype -Meer Nine, It
is rubbish' Just kidding. This is the
ionic that's selling MIES' by the bucket.
load. It's 'streets' ahead at other beat-
'ern-ups, and a rtearmerlect conversion
col the unbelievably popular coin-
op A must buy. though very
expensive cal official release.

ASthTeRnalIK,E8 mGUotNNER (JAP,'LlS)
3 oorLpsinsviers
Another average vertical blaster, with
poor and unvaried tguinisups, but
reasonable sprites and some nice
explosions. A dull game that only gets
Interesting in two-player mole when
bath ships can fink together for

mega firepower - [kg ecuiwigli to 0recommend it, though.

SUPER ADVENTURE ISLAND

HIA.1.on SoIlt,;8,;Mett1110, v 7
Simplistic. Warerkonen.style gameplay
abounds in this third instalment of the
series made popular on the NES. Aside
from the ugly Master Ruins. the
colourful backgriannis anti impressive
Yuzo Koshiro dance tunes make thin an
altrartive game However, infinite
continues mean this is a short-
lived experience

SUPER ALESTE (JAPkIINME ittena vioro
rohdlComon 8MM

l'i'sh"wis the first evidence that the
SNES coulci handle a manleally busy
Giddied-styles/1i Mit, with ease - and
then some Incredible sprite handling
(coupled with Mode I n  places) mid
alisolutely no slowdown mean It's more
a technical achievement than
particularly well designed, and it's a bit
weapuocrary -and hence

hu.ne,yhaan11)1,7,Ing tor NI nil, Hat.having said that, its an eScellent * 0 1 )

SUPER BASEBALL SIMULATOR
1,000 (JAPILIS)
Culture Brain, 4 Melt
11 tie!..,arlinins
Another middling baseball game The
plichtng and battaligais both quite
good, not the fielders area hit
operate., and the graphics
srrappy. with lots of superilun.is
Mode 7 whanogm-andour.
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INDEPENDENT SUPER NINTENDO MAGAZINE

ame music an unite!
When our Jason goes
home at night he likes to

curl up with a nice game music
CD. After all, the Super NES is
a bit special in the sound
department, with some of the
tunes verging on the listenable
In their own right. Here're our
Top 5 in-game tunes - next
month well have a feature on
game music CDs in Japan!

.106 . S e - w a t f  -41,1r• ft-•••• • 4 6 1 1 , 0 , 1 1 “ 1 1 1 1 , W, e l l i , n e , f i l l 1 . 4 1 1

E l L E G E N D  DE THE MYSTICAL NINA

Another top Konami soundtrack. It's
packed with very catchy oriental style
tunes, and they're lots of them too.

El _ ILEVANIA IV (91 •
Loads of flutes and double bases -
atmospheric, haunting medieval stuff.
Its got the best end-of-game lune ever.

SUPER PROBDTECTOR 190%)
Sounds lust like a war film An incredibly
impressive score, and it works
liarticularly well in context ot the game.

4CTRA,i-,H 90- , „ .
Very orchestral, but not enough variety-
the tunes are quite repetitive. The score
is by top game musician Yuici Koshiro.

0  GRAMS Ill

A selection at punchy. arcade-style
shoot-'ern-up tunes - not spectacular,
hut they add a lot to the game_

SUPER BASES LOADED (US)
Alternative name Super Professional
Raehall IJAP)
Jaleco, 8 Mbit

or 2 players
This all works okay. but its lust as
limited in %cols-as all the other
baseball games on the Super
Nintendo. and the graphics are
h o m b l y .  

SUPER BASES LOADED II (US)
Alternatrve name. Super Professional
Baseball II (JAR)
JaleCo. B filbit
I or 2 plaiers
Extraordinarily and uncanndy

lo Suprr &ors 1..r.kuityl
(See

SUPER BATTLETANK (US)
Absolute, 4 mbrt
1 A i r e
The prehistoric BoWk:onecoln-op gels
a new lease oi life in thU Gull War tank
game. It looks a hie more lively than the
isire,frarne graphics of the original. and
features some good explosions and
exciting link sequences. but,
quite trankly. its still pretty
boring.

SUPER BIRDIE RUSH (JAP)
Cala East, 6 Mbit • BB

o r .  2 players
This ones a case cartonny-looting gel
game that features some very nicely
drawn fairways and greens - indeed
there s not much wrung with it.
However. hue sn't as playable as Hok,
m Our though A has the
advantage over it at nee being
quite d r y  in presentation.

SUPER BOWLING (JAP/US)
Athena. 4 Mbn

of 2 players. CPI ON
There really isn't emotei to hownrig to
hit out a whole game. This one struggles
to pad itself out with neM graptiwal

i n t e r l u d e s  M C I  %0,111, I n a  t h e  r e a l  a
tilitigs so much mute fun. i Mid
much cheaper

SUPER CASTLEVANIA IV
iJAPAIS(UK)
Konami, 8 Mbit

player Sri 91%
A huge sprawling sequel to I N L S
games .kiter adult start this turns Int..
one or the best piatkinn games ever
More action is !wilts', hut sirperls
parallax anal incredible sinaid•
tracks generate dri atmosphere
appreciated by serious gainers.

SUPER CHINESE WORLD (JAP)
Culture Brain, 8 Mho

player
A sequel to the popular it-bit iamb:um
game bite N I *  Bros. The overhead
viewpoint changes A regular
Intervals for combat. Cutish but
rather &bit Impossible to fudge

SUPER CUP SOCCER [JAI")
Jateco. 8 Mbit
I or 2 players
A rival to Soper...Sarre Not really This
takes is side-on,terilly scrolling
viewpant and KO cow tn ininlc-ss
anyone That's a shame, because it goes
halo tuts of detail- moves MK'
rules-wise -and there are some
nice graphical touches.

SUPER DUNKSHOT (JAP)
Altarnatve name: NCAA Basketball
iLIS1
RAL, 8 Mixt
1 or 2 players
Famous or its ;11.1 graphics - the pitch
spins around and 2001M in and out
impressively Brilliant sound effects.
too And It ;gays a splendid game of
basket ball. A Mtle slow at times,
perhaps and a lune confusing.
hut isi the whole, great

SUPER EDF (JAPIUS)
Jaleto. 8 Mbit

player
A pretty, tiorinintallyUltAilkg aloft
but with sortie boring and unchallenging
garneplay. Similar to Me coin-op it's
based ui, EDF has some writ drawn
backdrops arid sprites. But the
music Is bland, and slow-down
mauls the action.

SUPER Fl CIRCUS IJAP1
Nichibutsu. 8 Mbrt • BB
I player. SP I KV,..
This Imam ordinary, but is one of the
Few overhead-view racing gAines that
works. Fast, with a good Arming

cater Ica the longterm player O P
Feel' and plenty ol options to

SUPER Fl GRAND PRIX IJAPI
Video System Co 8 Mbit • BB
I player
Nothing to do with the pc !pular Amiga
f  I Gurmdvs. tlksisahxig the same
lines as ilaNte (hnrkl Nx. without the
10H-screen twoplayer mode. Thai

rad get LU KT muse la iir
011-5CW11. and hence slightly moo
warning of corners coming up,
but riot much It's a miler of a i
taste, and sery cliffit oll a o

SUPEH 1-IKE FHO
IJAP)
Human 8 MEM
,o r  2 players
Nowhere near as marl-looking as Mai '
liut a Midi  more challenging game, (the

available wrestlers behave
ditierentiy, tut a start.lBdt In oneplayer
'node it's virtually impossible to beat
!he computer I  Stay, it you can
her with the dull visuals mid
manage to haul In a Inend ,
SUPER GHOULS GHOSTS
(JAPIUS/UK)
Capeom, 8 Mbil
I player. SP2 a5%
Amithet stsanel, unique to tine SNES.
got some lab graphics (with a little slow-
down) and nice tunes, but it's very
tough -and. as It lacks battery back-up
or passwords. it can he
frustrating. The huge bevels only
haw. a few restart points. too.

SUPER MARIO KART (JAPIUS)
Nintendo. 4 Mtal 4 BB
I or 2 players, SP I 9'.%1',

It's... words tail us. The best
driving game user, the best two-player

game ever, and quite possibly the best.
well. game ever. It's perfect
Cnmpatitality with LK machines is
ma-Atonal*, though. toil might
be an Idea to wait tor the irtikial
release in January
ourEn MADID wonLa
NAPUSTUK)Nintendo., 4 Mbit • BB,
I player, SP2 9,11.
What more ran kve say about this huge
.gaine? On the downside. the
backgrounds become repetitive, but
apart from that it's a itarneplayer's
dream crone !roe you'll want to spend
weeks discovering every secret bit.
Though real Mono aficionados tend to
prefer Mario's third trip, this
remains 141011g with /Ann
Nintersio's flagship game

(IA

SUPER NI NJA OAP)Kbei. 12 Mbit • BB
I player
You'd never know this was 12 mug -le
has all the gat colours swinge graphics
and laughable animation nit an early NES
game, It uses the same overhead view
as Zelda rt al, but being Japanese
proves impossible 'to play. iSoine
kiss.) Impossible to lodge. , •

SUPER OFF ROAD (JAPJUS)
Trade West, 4 Mbil
1 or 2 payers
A variation on Soper Spoor, but were
a l l o w e d  i n  s e e  t l i t •  w h o l e '  i T a r k  a t  o n c e

(phew). We're racing monster trucks
with a 3121(isto perspective. The trucks
look great bouncing round the A n kcourse and In the short-term It's
gond tun Great rock soundtrack a n



SUPER PANG (JAP)
Allernatilie name: Super Buster Bros
LIS)
Capcom, 4 Mtwt
1 player. SP1
The arcade original was a lantestic
game, but one that allowed two people
to play at once. This is a good
CO1Pret11011. with unto graphics and
plenty ol speed. but
unfortunately only one can play
and that won gets bonne

SUPER PLAY AC
FOOTBALL (US)
Nintendo. 4410act •Bi3
I OT 2 players. SP2
A faithful implententabon of American
Inotball thal• pinkie Wm. but nor the
.1,60 Madaen-basnet we ve been
waitina for. We're larepmg our
fingers crossed tor Manny, 11

SUPER PROBOTECTOR (UK)
Memorise names Contra 3
rUS),'Contra Spirits tJA11
Koriami, 8 Mbot
1 or 2 plasers SP290%
This is currently the best peetioni
sboriCem-up amid Superb wit ni
Mode 7 and an amazing Komar sound-
track pot this in Ow supet
league Brilbarit twosamer
action makes it essenbal srult

SUPER R-TYPE 1JAP
tem, 8 Wait
I playea, SP1 72%
Beautiluily designed baldest, and some
011 the best graphics on the SNES. make
this in le ta the best-Moe:mg shootm
around. Not perfect. thanks to leaky
scrolling, terrible slow-down and no
restart points It also lacks the best
pana ol the coin op - R . 1 I .
surprisingly. not the original
game- on which It's based

SUPER SHANGHAI (JAPI
Hot B, 8 Mbil
I playet
Its hard to see what's 'super' about it.
other than a show-oft y intro and the
odd silly sound ealect, but as a vrriskin
01 SOotalrial, the purr* game. n
works ketaaSilig and compulsive.
but not worth the (lost

SUPER SMASH TV (JAP/USAIK)
Acclaim, 4 Mbit
I or 2 players. SPI ti4,„
A translation of the ultra-violent coin
op this is incredibly good short-term
fun. No slow-down. plenty or mop bats

and bags ot addictiveness •ynu'll keep coming back to it.

SUPER SOCCER (US:
Alternative name: Super Forination
Soccer (JAP)
HuManNintekin, 4Mbil
I or 2 players, SP1 83%

This is probably the closest you'll get to
teal. proper tooty on the SNI'S at the
momeM Impressive 3D graphics, and
jolty good tun to play. But it doesn't
really led much like football as such.
perhaps because the rules have been
messed around a bit. We're still
waiting for the Super Nintendo's
equivalent of Sensible Soccer , -

• U  0 1  '  •  Oil • ',I'

0,1
I t

-

SUPER TENNIS (JAPAIS/UK)
Tookm House, 4 Mixt
I or 2 players, SPI 92"
One of the best tennis games on any
machine (and only nvailed by two lab
tenni,' games on the PC Engine). The
range ol shots available is amazing. anti
they all behaw realistically and are
easy to access it's not all simply
bashing a ball backwards and lorwards.
either - there's a comprehennve
line-up ol tournaments and
things to enter, too. BrilliaM.

SUPER VALLIS (JAPI
Telenet, 8 Mbit
I player
A conversitm of the PC Engine CD ROM
game. lemming the exploits of lots of
Japanese p l y  characters but absolotety
no excitetrami It's Mst tat too
contrived. boring and linear to
bother with.

SUPER WAGAN ISLAND (JAP)
Narncol, 8 Mbil
i player
Fumy, with cute graphics and likeable
characters this is a semi-arcade.
tembased adventure Inr the younger
player - we got a fair way into it without
understanding what was going
on. (It's all in Japanese!)
Impossible to lodge.

SUPER WWI GAP/US/UK)
Acclaim, 8 Mbd
I or 2 players. SP I 74%
Marvellous graphics. and enormous fun
to play - short-tern, Hut, all the
different wrestlers behave exactly the
same And there's too touraament
system like on other versions. either -
you win or 106e a tight and that's it. The
upshot of all this is that M I T
cant be wholeheartedly
rec.:Kamm:led

SYLVALION (JAP)
Toshiba EMI, 8 Mbrt

player
A peculiar maze-based et:rolling shoot-

where you made a slithery
dragon down baddyantested passages.
It looks a little tacky but is actually quite

aoixt Not much of a challenge, aalough, and not a game imiu re
likely to re-turn to. „ L a

TECMO TEAM SOCCER (OAP'
Tecmo, 8 Mbil *BB
l or ',' players
sakes! A Super Faralcom football

management game! And it's all In
Japanese! There are some dynamic
match highlights. but unless yon
read Japanese anti have the
patience of a elephant. stay away
from this. Impoesuble to judge

THUNDER SPIRITS (JAP/US)
Toshiba EMI, 13 Med
I player
A conversion ol the well respected
Mega Drive game Thundernare 3. but it
unlort mutely Una anywhere near as
goodie' the SNES. Guess why' Vep,
slow-down spoils the action! Everything
else is very similar to Me MD game- ie
rio efina has been made to use any of
the special features that the A n i kSNES can oiler - which results in
rather a missed opportunity 1 . 1 1 r

TKO BOXING (US)
• mernative name: World

Championship Boxing (JAP)
Safe'. 4 Mbit
I or 2 players
Boxing swim are very chilicult to pull
off, and this it the kind of thing that
tends to happen as a result It's
presented. but the gameplay is
ridiculously simplistic and gels 0 1 1
boring quickly. Steer clear. n o  ,

TOP GEAR (US/UK)
Alternative name: Top Racer (JAP)
Kemco, 4 Mbrt
i or 2 players
So fast tall make your eyes go squiffy.
The screen is divided down the middle
so two player% cart compete - jiati as
wall, as it's dull as a one-player game.
The game was developed by Sheffield •
software house Gremlin. so l a n d  then
Lorca games will be on familiar ground
here. No smryst b Mode 7
graphics or elaborate trackside
detail, lust ties or driving fun

TURTLES IV: TURTLES IN TIME
(JAPIUS/UK)
KOnaMi. 8 Mixt

or 2 player,
The Turtles themselves might long
since have handed over their cult status
to whatever the current traze is, but
that doesn't Mtn the tact that this is a
very good beaten-up. Superb graphics.
Wine remarkably clever
characterisation. frantic gameplay. and
a terrific assonment of different levels
Wall% plenty of fun. On the downside, it
doesn't take long to become
repetitive and takes , s l i g h t l y
longet to finish

ULTIMATE FOOTBALL IJAP1
Sammy, 8 MIA

or 2 players
American foottimil - what a ridictdiatt
sport, eh? Still, that needn't prevent
(anmate Thorne fun being a decent
game. I l e  problem is that this is so
limited in both scope and technical

merit that it can't really be
reconunended to anyone except
real !may tans,

U LT HAMAN (JAPIUS/LIK)
Bandai. 8 Mbil
I S a y e r
At first Ws laughable: a ridiculous-
looking giant ariperhero beathig
monsters that ore every inch like people
dressed up in rubber sults. But then you
realise dials Now a's actually meant to
be. 'this S. based on those dreadful
Japanese disaster movies
Csucasieitally see- on Channe l  4.
Laughable

UN SOUADRUN(LISIUK)_
Alternative nanse Area 88 OAP)
Capcom, 8 Mbit

player, SPI 91 a
Brilliantly designed pseudo-convetsion
of the coin-op. and Mill one of the best
games on the machine. Although IT
slows down in place, the action Is still
exciting. Sonically average. Ing
graphically superb, and a Super
Roy favourite 9

WAIALAE COUNTRY CLUB
(JAP/1.1S)
1 5  E Soft, 8 Mbit + BB
I 10.4 players
Thy second of three golf games all using
the same pragramming and graphics
kite others being Augusta God and
l'ebnie fiend?) but all representing
different courses. Accurately
depleted and probably the best
011 series on the SNES by lat.

WHEEL OF FORTUNE (US)
Ciamelek, 4 Mint

to 2 players, 5P2 19%
a massively tedious quit-shins
conversion that really shouldn't have
happened at all A guest appearance by
Vann a White is perhaps lime only
reason We act h i  d . , o r  i t  a n y
marks at all tr)
WINGS II (US)
Mernative names: Sky Mission (JAP),
Bialing Skies (UK)
Namco, 4 Mbil
I player. 5112 711a.
Not quite as impressive as the screen-
shots (see Super Ploy issue 21 make it
out tot*, but still an undeniably
attractive and atmospheric World Viler I
game It's also the only Super
Nintendo flight aim where you
can actually shoot things.

XANDRA'S BIG ADVENTURE
(JAP)Namcot. 8 Mbit
I player, SPI
An obleure platform game that ought to
be better known It's got a great central
character. and the gameplay.
though a little patchy, is a
winner.

XARDION (JAPILIS)
Asmik. 8 Mbit + BB
I * Y E T
From the makers of D Foxe conies
another disaster! This time its an K•
SWAT chine - you control a robot that
must progress through different mimes
each yeah a guardian at the end. Sounds
rereauliabie so tar. but the dreadful

graphics. awful sonic's. and 0pathetic ganteplay and sTnitiore
ruin It completely.

YS III (JAPilIS
Tonkin House. 8 mba f BB
1 player
Not aS good am the prequel ( VS &mks

2) OP the PC-liegine CD ROM, bid still
a top quality RPG. Instead of an
overview ia the landscape, you get a
scrolling side-on perspective. a n d d hthiiugh it's not as Mg as tlw first
two games, it's fun.

,:AN II (JAP)
Won Team, 8 MN + BB
I player
A pretty tall-screen map view - and
plenty of territory to conquer. but
working out what else it boasts proves
difficult Another unintelligible- a t .tO-Brits war game. we're afraid.
Impossible to iudge / . , 1 !

tELDA: A LINK TO THE PAST
(JAPAIS/UK)
Nintendo, 8 Mbrt 8 8

player, 5112
'Flit long-awaited 6-bit Zekto is a
brilliantly designed and implemented
adventure that puts similar games to
shame, in much the same way Sc Mario
dominates the plaiturm world -
Nintenclo's top programmer was
idvolved jim lksh games. This is, oi
course, utterly fabulous. thortga ?Ada
addicts may oamplain its not
quite as long and drawn cot as
previous genies.

•

l e

't t raw l  if a game's noti i i
t Carl? write and tell us.
the details with a shirt

eat to Super Play,
lannmouth

l, Bath
2BW.



Brilliant Super Play Subscription Offer!READ!
Y E W S  SUPPLY OF SUPER

HAW DELIVERED TO YOUR DOOM
PLUS! FABULOUS FIKIFIR VIDEO!

In each issue you'll find:

Have you enjoyed this issue? Then you'll probably enjoy
Super Play every month — and one of the easiest, most
convenient ways to do so is by taking out a
subscription. Just check out the benefits!

•  EXCLUSIVE previews and interviews!

•  INDEPENDENT (and completely straight-up)
reviews of every new Import and official SNES cart!

•  HUGE features on the world of Super Nintendo!

•  THE HOTTEST finger-on-the-pulse news!

•  MASSIVE playing guides and the WORLD's
BEST cheats!

SUPER PLAY
BACK ISSUES!
Only lust got switched on to Super
Plae Then you'll be itching to get
your hands on our back issues —
each one comes packed with game
reviews, news from around the
world, the best players guides and
more. Entertainment guaranteed!
•  Each copy costs EMU each.
package and posting included. Just
liH in the term across the page.

ISSUE 1
NOVEMBER 1002
The original! Kicking all with an 8-page guide telling yob
everything there is to knew about the Super Nintendo, it also
leatures Super Player's Guides to Prince Of Persia, Street Fighter
li and Super Tennis, plus reviews of games like Super Marie
Karl, Hook, Saris Nightmare, Dinosaurs. Dragon's lair and
many morel A must-have, especially with an ace Sniper Play
pin-badge stuck to the trent!

ISSUE 2
1902

It gels bigger and better! 108 pages, packed to the spine with
game reviews: &May. Zelda HI. Hohocop 3, Wings IL Soul
Slater. Sonic Blast Man and many morel Plus, a giant feature
on games based on Japanese animp. another on oaseitail
games, Super Player's Guides let Zelda arid Mario Kart, plus
a special report on the Tokyo Nintendo allow by lop games
creator Peter Molyneux. It's all hall



(shier

FREE W I W I
VIDEO!
Worth E12.99

Akira is more than just a
cartoon — it's an experience!

It's got guns, motorbikes, love,
death, explosions, helicopters,

and the most beautiful
animation you've ever seen.

Quite simply, you won't believe
it until you see it. It's a full-

length Japanese feature film,
beautifully rendered in top

quality Japanese anime (for
more about that see page 24).

Akira is the film that single-
handedly brought Japanese
animation to a mainstream

Western audience — and now
you can own it for yourself, free

with Super Play!

III •  El IN M I E N  1111

with
eta
eature

, phis
mes

Yes please! I'd like a subscription to and/or
Play. (II subscription comes complete with

PLEASE SEND ME ME FOLLOWING BACK ISSUES AT E2.50 EACH (please tick)
Subscription
Prices

UK E23.40
Europe E39,95
Rest of the World E51.95

Method of payment Cheque •
(please lick) ( m a d e  payable to Future Publfshing Ltd)

Postal Order •
Cards A c c e s s  •  Visa •

Card No. U U  1 1 1 1 1 • •  N M I  M I M E

Expiry date • •

Name:
Address:

Postcode:

Date:
Signature

back issues a °Super
free Akira video.)
ISSUE 1 I S S U E  2 •

Please return Hu coupon — or a photocopy — (together with your cheque if applicable) in an envelope to the following
address: Super Play, Future Publishing Ltd. FREEPOST, Somerton, Somerset TA1 1 6YE3 (You won't need a stamp.)

This coupon is valid until 31 January 1993, SU/MAG/0193



AAP SHOWCASE

Antzmai 47.99 MICKEY MOUSE 47.99
M I N  MADDENS '93 47.09 SPACE MEC SAD 1410E 47.99
' I N O  COMMANDER 49.99 FACEBALI 2100 44.99
srawamaN & -11iF 49.99 MARIO KART 49.99
OUT OF THIS WORLD 49 99 ST-RE11 ElrilitTER II 34.99
STAR WARS 49.09 s-ntrzT FIGHTER PLUS ADAPTOR 64,99
FATAL El ,RV 47.99 UK ADAPTORS 12.99

SOUTH COAST CONSOLES
•  1 0 0 %  V I D E O  G A M E S  •

pp-GITIBI
SE M  NINTENDO PC-ENGINM

E l b a N D  USED GAMES • Plaf EXCHANGE WELCOME
L A T E S T  R E L E A S E S  S I N - E S

CALL OUR MAIT-AtIRDPR t u v r r I N E  ON 0105
p  R V I S I T  O U R  N E W  P R E M I S E S  AT  U N I T  17 ,  T
M I C O R N  C E N T R E ,  P O R T S M O U T H  P O I  4

DANIEL
OF WINDSOR

DANIEL DEPARTMENT STORE
120-125 PEASCOD STREET,

WINDSOR, BERKS

TEL 0753 862106
SEGA L Y N X

GAMEBOY
SUPER NINTENDO

STORES EBBW VALE
AT  T E L  0495 306656

EWBURY &  EALING
TEL 0635 40017 T E L  0431 567 6789

' • -  ▪ '  - - . . . • N I N E l k  V r  1

A r a l l i a k  4  -
,A  surge of Christmas power for your console'

HARDWARE
sae, • Mann R' 1 1 5 5 0 0

SNES SOFTWARE ' D . .  )4,r! £ 4 5 . 0 0
OCiert 3   ( 4 4 . p e  Spinebrev %bride_ £ 0 4 . 0 0

Skint Game £ 4 4 . 0 0
Deaih Vallev  - 1 . 4 5 . 0 0
Oai at this %Mid £ 4 4 . 0 0
%ma bay £ 4 3 . 0 0

£ 4 3 00
Faceball 1000_ £ 4 3 . 0 0

sam 0-.0.-.1 s e  . . . . _  ... 110300 Afro/Jog Tema 1 . 4 3 . 0 0
Sot** Super Scope 1 1 5 9 0 0  John Macklen '91  £ 4 3 . 0 0
Easmoam .i. am game £185 .00  Sku l l  Jagger 1 4 4 . 0 0
Noncom (without ptael.1140 00 IDel,eri Strike 1 4 4 E 4 3
Spellbound Adaptor . 1 1 2 . 9 5  Space Henatortz I 4 5  00
Fin, Adaptor _ 1 1 3 0 0  Chuck Keck   - 1 4 . 4  03

SN Pmpad C 1 8 . 0 0  SpidermarA•men  „ ( 4 5  on H i d e r s  Hum Alive:awe ..... Call
,145 00 Super  Double Dragon. 1 4 4 0 0J,avard (Eumpe verainal)110.00 & a l  of the Best

(Its Boto Suck ... ........... .....141 03 Super Sias Wars  G i l l  Street Fighter II 1 3 6 . 0 0
l aprom haver Stid .._ 1 1 5  00 Manias! Qural ChiCkaYlliouseGall M a n ,  Kan 1 4 . 4 . 0 0
Pal Booster (9000 NFILPA llockes, '93   c A l  F l  Roc  ,  14.00

la "Have a Merty Christmas and a Happy New Year" *gh•  . .lb P l e a s e  K i d  CI , CO p & p  p e r  game &  0 . 0 0  pe r  console  •  •lb v.16 3  Belmont Road, Northumberland Heath, •

RTB COMPUTER
CALL OR FAX NOW
SPECIAL L O W  PRICE
DIRECT F R O M  A S I A

• v1010 WAGS L s r i l imS •
• N M  'MASS GOMIS •

rOrPADS. CAUL ADAPTOR •
•  MEGA D W I ,  COMAE. EWER ramiCom P4E0 GEO

PC MOINE,  GT, DUO ETC, •
• Rodtb COMPUTER SYSTEM •

•  HARDWARE, sOFTWARI •
•  COMPLITIE ACCESS0RIE5 •

A P I R e o i s To n e D T o n a l
OP T a l l a    V I  ° w a n d @

A IL

RM 1102 NANO PONT C O M M .
BLDG., 3 1  TO N K I N  ST.

KOWLOON, H O N •  KONG

TELt 0 1 0 . 8 8 2 . 7 2 8 4 8 0 3
P I M  0 1 0 . 0 5 2 . 3 8 7 6 0 0 0

•ANS ZONA'
10 I I I  HANDHELDS

All new mods on dinedines. Please fins tor
deals & dotes Swap dubs CO ell systems.

EPEE NE4PEI6HP
Pmt ortanse, Games from CIO

All USA .1ap sames amiable to order.
SANE ZONE
UM 'IA Wolyeritc Agora Centre,

It(eertor, Nut :Alton germs 412
TRU •OSS 21114911

PC) Box 107, Northampton NN3 JAY

NORTH A MPTON
Mart,e1 • w ,  'OW F r,  Sal

WE
WILL
BEAT
ANY

PRICE

In a n y  C o n s o l e  M a g  T E ;

to 0 ' le,-
4VAIL48ILIT

cpAm  o  N r -
1AAI0ME C g A i l t r a t  MWERWEEPLAND NUJ S.TE

r e t , FAA.e0itt017;41AP
ffolgi aRlf aE AMC PALERIEEREPIT 0 0 6

trIk018110,1003•,L74011initlial Milan Raw I r t t
Mk %IMO GE • akild/03 R•510 0641•40 n40 a  • 4

s 00411A P t 9 1  99 El4PECt K . S A  n s  99
knuo ; 1 9  99 oi ls- im at( s- • : o n

•••••FrEs••••ck , 9,:k9PfEASTS E l l a  a/EnitHAE
AIO-CEO 7Ira •  • L'AftlElCM%. MC74 DFLT,PLI•

•  W E D O W E E ?

IIMMIIMIMLIQUA9 L I E 1

NO LONG LISTS OF PRICES + I N  THIS
WHATEVER YOU'RE NEEDS WE WILL DO U T M O S  E L P

AST CALL 14 OHstlito
--iTY1

4600- C30. P
SOLD

FRI

UK'S TOP SELLING SNES A D A P T O R  1 3 . 9 5
ALLOWS YOU TO PLAY YOUR .1 G A M E S  ON YOUR UK SNES

CHEQUES/POSTAL ORDERS MADE PAYABLE TO CONSOLE ENTERTAINMENT

PO BOX NO 646 • HEMEL HEMPSTEAD • H H P 1  2AD
NOTE, A D D  Li  P P  PER GAME AND A C C E S S O l k _

AISOLUTEIYALLHADWEISOPARE
liArdeur4-1r M•1=30

MGM P  POST WITH SAUDI CASIWWSK
YOED MOM

64 MOINGH11.1 Gin • IKON WI I
OPEN I Mel Ittkmmt an iii 1949Asoartamo wr,

TERMINATION
S r

&
win f x 5 O N I
Game 1/14 's

-Gear t f

CASH
PRIZES

USE YOUR
VOICE

I t I  TO
'4" OUTDRAW

THE
GUN

POKER

40, aysi 18 mut et ape piale p e r t a r  or stover oat te pare ta Wat cad 01 call/70 CN,A,
MK I iOther Boas 110E611.1010010.311114 Gt1 chocut C h o c a s  40 Nal& Al M s  Rota



ieLT SHOWCASE

THE ADAPTOR'• M k .  3  by  Q Systems
The only Ult/USA/JAP Converter you will ever need!

THE ADAPIOHI Mk. 3 enables you to play AI L Super Nintendo
arid Supei Famicom cartridge games on ANY Super Nintendo ot Super Famicom garnes console.

T H E  A D A P T O R !  M k .  3  is only  E15.00
(Works kitrth Super Mario Karl USA ard JAR Pilot Wings, etc.!

USA CONSOLE
DEAL

Full-screen picture!
17% taster!

Connect to any I V !UK
Play LIKILISA/JAP games!

Only E165!
Call for further details.

USA SNES GAMES
Actraiser E 4 2
Contra 3 E 4 3
Ghouls & Ghosts E 4 1
Pilot  Wings 0 6
Ramparts E 4 2
Soul Blazer E 4 3
Super Mario Kart E 4 3
Zelda 3 2 3 9

HARDWARE
Pa! converter £ 3 1
Auto-tire Joypad E 11 3
(UK, USA &JAP)
Scart Lead E 1 8

Other games •
please phone for

availabilty
All prices Include post & pocking. Make cheques, P.0, s payable to

0  Systems. Dept P, 4 Harvey Road, London Colney, Herts AL2 1LZ
Tel: 0727 826 753 Fax: 081 207 42...V,

1 / 4 t A t C

UNIT 87. MARKET HALL,
MARKET ST PRESTON PRI ZIA

SHOP OPEN 9.00am TO SMOom•
MON TO SAT

, T E L  OR FAX 0772 883598

SUPER NES TITLES. NEW & USED PRICES (MAIL ORDER ONLY)
Nfrk '  1 a t 1 2  N E W  U S E D

AXELAY ........  4 4 . 9 9  29.99 RAMPARTS ' '   4 2 . 9 9  2999
COMBAT TRIBES . . . . .  _CALL R O B O C O P  1 ............. ......... ... 44 99 29.99
CONTRA 3 . 4 2 . 9 9  29.99 S I M  CITY 1 9 . 9 9  29,99
DRAGONS LAIR .  CALL S I M P S O N S  4 2 . 9 9  29.99
FACEBALL 2otel. 4 2 . 9 9  29.99 SOUL BLAZER 4 4 . 9 9  29.99
MEM SKINS. . 4 2 . 9 9  29.99 STREET FIGHTER II 5 4 . 9 9  37.99
MARIO KAN I . . . . . . 4 2 . 9 9  29.99 SUPER STAR WARS „...........CALL
MARIO PAINT 4 9  99 2 9 9 9  s m o u t t i E  DRAGON _ C A L L
PLAY ACTION FOOTB ALL 3999 27 .99  W I N G S  2 C A L L .

V I I l ! !  MANY MORE TITLES IN STOCK, GIVE US A CALL TODAY!!! V I S A

S E E E I L L E A S E L E W L D E L L , L o i l l
ALIEN* BATMAN 'RETURN OF THE JOKER)* * DESERT STRIKE* •W INGS 2

FATAL FURY* *LOONEY TOONS* *SPIDERMAN & THE XMEN •
MICKEY MOUSE (WORLD OF ILLUSION)* *TINY MONS ADVENTURES

SUPER MEGAMAN* 'TEST DRIVE IP O U T  OF THIS WORLD
MONOPOLY* *UNIVERSAL SOLDIERS *DUNGEON MASTER* *F I RACE

AMAZING TENNIS* *SPINDIZZY WORLDS* *BATTER UP
JAMES BOND JNR* "NBA ALLSTARS

PLEASE NOTE ALL CARTS ARE U.S. UNLESS OTHERWISE STATED

CARTRIDGE EXCHANGE SERVICE, PAYMENT
PLEASE MAKE ALL CHEQUES

AND PrOs PAYABLE TO
IMAGE CONSOLES

POST & PACKING

FOR •IIIE LATEST LIST OF EXCHANCIE PRICES
PLEASE SEND S.A.E. TO THE ADDRESS AT THE

TOP OF THE ADVERTISEMENT.
AVERAGE EXCHANGE PRICES PLEASE ADD El AM PER ITEM

PLEASE RINI] 'TO CONFIRM
YOUR ORDER BEFORE YOU

SEND US ANY MONIES

SUPER NESRAMICONI 7.99
SEGA M E G A OB IVE 5.99

ORDER HOTLINE 0772 883598
WANTED!! YOUR OLD CARTS FOR CASH

ABYTES
081 3 3 5  4 2 2 4

US SUPER NINTENDo (mAR P A D  N tGAMES
,TNIT.1 EIGHTH; S5 1
I C•Al. FANTASY (US)
THE CHI-WM.5TR WO
THUNDER SPIRITS (US)
AANA (1,$)
LAST I V  (LIS)
ILIREICS E••• (IS)
EUPLITOUS WS)
GRMiLIS III 010
MARK) CANT (IS)
itRII HEX.* KM
',ELM WO
FT EltHALST HEAT
vEINC BLASTMAN IJAP)
1,1A.iokm tu$)
DESERT STINE l'oH

149.00
140.00
/42.00
140.00
139.00
£43.00
134.00
137.00
14100
£44.00
£49.00
£45 00
14.100
146.00
£46 .00

IOW, 0 *  ! H I  MI •Ns I

_ volt13111mas, _
e_i"FRA I 1 , 5 1
ADCWAS /*WV CMS)
COSILIVIU•• ikIPS
n o t  %NAGS DAI
kIT•EADEJSI
ROFICCOP •  NW
TOD GEED GM
CIENOSAILES NAPI
AWLS'? INN
GER PLAT T i  TCONIALI
P5IEEK4 UE,E1
ACHON M u t t  PIO
NJ. cot, (1_61

1.••i 1 4 6  On

Y I H E R  T ITLES AVAILABLE AT  BEST PRICES
PA R T  E X C H A N G E  W E L C O M E

S E C O N D  H A N D  G A M E S  I N  S T O C K  R I N G  F O R  T ITLES
C•AlIFIr P H I (  r  I N t l  T i l l ,  P R P  f  E s  A D D

4122.00

PRICES

VISA

oo
142.00
14400
142.00
£40.00
E 33.00
142.00
144.00
£45.00
L40.00
142.00
142.00
144.00
14500
14400
1 0 , 0 0

LILA
U S A

..IAP
BART$NIGHTLAAME U S A
BATTLE BtAZE ..........  U S A
BATMAN RE-UFte OF THE JOKER USA
BES'r OF,NE BEST . . . . .   u s A
BLAZE ON U S A
CASTLEvmeM. J A P
C H M *  ROM U S A
CONTRA V W  J A R
COOL AORIO U S A
DEA'H I L L Y  RALLY  U S A
DESERT STRIKE.   U S A
DREAM Tv  U S A
DUNGEON MASTER U S A
EXHAUST HEAT  J A R
FALCON  U S A
FINAL FIGHT  J A P
GOLDei  U S A
GUNIFOFICE  U S A
RINTRIPFE' I  151A

SKYTEK
Amino

10 ELIZABETH PLACE. ST. HELIER.  JERSEY
v g  T E L :  0534 601032 OR 0534 56212

ORDER HOTLINE OPEN  8AM TO 9PM
VISA

ILtrill v v r a  l u g  GE•x-vicEN;' t r  - c h, C h r i s t  e n s
Please allow c l e a r a n c e  anr ( p i e .l i p

A = M M N E P
J•W N U

37.03 KRUSTYS R N  HOUSE
37.03 LETHAL WEAPON.
37.00 M A R I O  KART
37.00 EACKEY MAGICAL OLCT
37.00 OUTLANDER
37.00 P I L O T  WINGS
37 00 P O W E R  PUNCH M-7
37.00 RAD* FLYER U S A  37.00
37.00 RAMPART U S A  37.00
37,00 ROBOGOP 3 U S A  3 7 . 0 0
37.00 SOLLEILAZER  L E A  3 7 . 0 0
37.00 SPANKYS QUEST U S A  3 7 . 0 0
37.00 STREET FIGHTER II J A P  4 5  95
37.00 S U P E R  BATTLE TANK ...... . . .  _.„USA 3 7 , 0 0
37.09 SUPER STAR WARS  U S A  37.00
37.00 I X O  BOXING.  U S A  37.00
3700 TOM & JERRY U S A  37.00
37 00 TURTLES IN TIME ,  . . . . . .  . . . . .   USA 37.00
37 00 WINGS 2 J A R  37.00
37.00

cri

uSA USA 37.00
SA 3 7  00
',A 37  00

, SA 37.00
USA 37.00

-GETAINIRE

1

• SUBJECT 7.C.1 MAILABILITY •  I'LLASE ALLOW 7  Vit,Jileit•,..• DAyS FL,,i DLL,VERY •
• • •  °  A D D  L T  P E R  T I T L E  . .  J E R S E Y  IF-: V . . A . T  E y i - m p T  •

ISUPERWAY OFFMNIOU THE READER THE WIDESTra./11SELECTION OF PRODUCTS IN THE COUNTRY,
E YOU THE ADVERTISER A PRECISELY TARGETED

AUDIENCE, ENABLING MAXIMUM EXPOSURE
AND MINIMUM COST.

CALL DIANE ERSKINE ON

0225 442244
TO SEE HOW SUPER PLAY

CAN WORK FOR YOU!

CONSOLE CONNECTIONS
UNII  2  O L D  S A K I  MOLISE LANE, C H A I R  S I M I ,
PENZANCE, CORNWALL T O &  41.1
TEL/FAX 0 7 3 6  3 3 1 1 3 1

LATIC1 I M • S  MASAI TITLES
tuRAI  , C 4 3 . 9 3  E M A I L  RIA4ONNIA)144.AS301II11 P I M A . 1 3 0 . 9 3  J I R O  IOND I I
AILIICI l i i i  LISi . C I I . I I  M O M  V W
teems1 . 1 3 . 0 3  : L I S A ]  C U M
IIII I I I IENTII M E A L  FIGHT IRSAI 1 4 1 • 4 3

LELIA 3 ERIC C I E  PS H I R T  MPS I M P I G N I  , 3 4 f , 6 4 1 1 3 LI
GEE

PAiNCI GI PIMA  C 3 I . I S  101. E M I
INNINGS  C I A  M A T H  I I  _ _ N A I L
RING FOR WILES NOT LISTED •  P A S T  EXCHANGE OR SELL TODD USED GAMES

$MIS USAt5CAR.
£114.95

11E0 WO INLE41111311•91
.11 GAM 131,141

NMI MONACA IRMO
M P  PO41 MENGENTIN GAIl NM ANT Olim CEA INN SANDI ITOCE
110 US NW NAL NOT MIEN NON MARMARA I  I M M O  MIT NE
Alt

-  RANDOM MEANER
$HO ENT RAM p a .  MAME AND ME TILL NAIRN mama  RANI
OP TM MAII M u t  CUMIN MOGI C3.30 EIKE PAP INCLUDE A ell
Of GANES OWING, PAM ALL NIMBI Al 110000

CASELIIIMA M A T
TAPIR PANG L I C I T
III II/RADIO. C H M
MARINI AD - . E A R
VW I LIME . I 3 I
ilmi) Gi A G G I F I E S  TAIL

1101  C A L E

NE0 . GIO RAM NilC254.11.3
+I GAM M A I

I M A M  110111161.
MON•SAII 1  Aill••11P111
M P  A MAIL 02111

ADAMS

SIBA MB • SOK
E104.95

PtATLL Tiff LATEIT OAMES
FOR TM INITIAL COST OF ONE

TO PIND OUT NOW SIND A LANGE 1.41.
TO N I  CONSOLE CONNECTIONS DAME

(LOU AT M I  AGOVI ADDRESS

VISA

PAL 1001T11$

CAPON
JOISIIIII

N O M
PUG 'ANTI

IN IFOCII

DELIVERY i t  0  CONSOLES •  R I  D A N T E  •  S A M I  D i a  . . . . . .  CH O N  R I C R I P T  D I  OBEIOR



SUPER N.E. S.
PC ENGINE,  TURBOGRAFX

LYNX,  N E 0  GEO, GAMEGEAR
MASTER SYSTEM, N.E.S., MEGA CD
A FEW GAMES AVAILABLE THIS CHRISTMAS

MEGADRIVE
2

H'.w F. WRESTLEMANIA
SONC

AORLD OF ALUSION
. DTLIS TURBO ESPRFT

CHASE H.Q

MEGA C.O.
FINAL FIGHT

AFTERBURNER 3
TAME GAL

WONDEROOG

VISA

SUPER NES
MICKEY MOUSE

ETAFTWARS
TINY TCONS

DESERT EI•ME
OUT OF THIS WOKE.

TURBOBRAR
AIFIZONK

LOOM
PRINCE OF PERSIA

LEMMINGS

GAMEBOY
MAW{ AND 2
MEGA MAN]
STAR WARS

EAZIOC OOMMANOQ
LCONEV TOQOAS

CAM EGEAR
BATMAN RETURNS

SHINOBI 2
TERMINATOR

SONIC 2

0 2 0 2  5273141

LYNX
PITIAIHTEE
LEMPAPCS

DiRry• LARRY
WORLD SOCCER
DODHLE DRAGON

NES
W W.F. 3

MICRO MACHINES I
PACCONAL D LAND

ELITF

We have a u g e  range o new an u s  g a m e s .
Please phone for prices & availability & part exchange prices.

All credit card orders despatched within
24hrs by 1st class post - FREE!

Send S.A.E. for full list or call into our shop and try the games at.
888 Wimborne Road. Moordown, Bournemouth BH9 2DR

Open Tuesday to Saturday 9.30 - 5_00

Te l  - Fax: -

1

1

p4k 1 ecosTER 2 3  93
SCAM" LEAD Err 1 4 , 9 9
AUDO LEAD 9 9 9
CONTROL PAD - ASCII _1999

SOFTWARE I A A  A P
ACTRAISER  399339.99
ADDNAS FAMILY ____39 993999
AMAZING TENNIS 4499 4499
AXELAY  4 4  99 44.99
BART NIGHTMARE.  3999
BATTER LIP  4 4 9 3
BATTLE CLASH V  99
BAZOOKA  1 9 . 9 9
BIATER BROS 4 4  SO_ -
CHOCK ROCK._  39.99 •
CLUE   2 9 9 9  -
CONTRA _  39.99 3393
CYBER SPIN 1 4 . 9 9  -
DESERT STRME
DINOSAURS 3 9 . 9 9 3 9 9 9
DOMLE DRAGON  4999.4993
ciPaGEON MASTFR 4199
F ROC_ 4 4  er.•

PANES!
ART £13

PAL 1 £159.
60 HZ ONLY

ALL LEA

NINTENDO 16-BIT
SA S  S I O N  i
SCART E119_99 IPAL 1 E139•99

RI + MARIO 4 Ei 49.99
Hz S

HOOZKER GUN ....
STEALTH JOYSTICM 29 .99
APPOLLO MYSTIOK 6 4  99
SEM JOYSTICK  6 9 9 9

rAcEBALL 2000 3 9 9 9  •
FATAL EURY - 5 9 9 9
M k  FANTASY II 4999
RNAL DONT 4 4 9 9 4 4 . 9 9

G. FORMA/4 KM% 39.99 . •
K W  ALONE N  3999_ •
IMPERIUM 3 9  g9 •
JAMES BOND JR ...  3999. •
JOIN MADDEN 93 _39993999
J NICKLAUS GOLF _3999  •
KiNG OF 11ONSTERS .39 993399
LEMMINGS....• ....... 39.99.39.99
MAGIC SWOC - 4 4  Vii•
MARIO KART  4 4 . 9 9  44.99
IAARIO PAINT  4 4  99.m.99
WWI WORLD 3 9 . 9 9  4493
MIGHT IAAOIC II 4999 ...... -
IACNOPOY3 9 9 9 .......

USA SCART
SYSTEM PLUS

STREETFIGHTER II
GAME £169.99

CAP CON JOYSTiCK. ,89.93
XE-I xtisrics  7 9 . 9 9
SN PRO PAD - CLEAR 1 4  99
PHILIPS UK 11 LEAD. 11.99

NBA ALL STARS 3 9 9 9
NICAA BASKETBALL.39.99  -
NH. froOCKEY 93 • 4094499
NKR SOY
OLITCFTH6AIORLD 44.99
PARACCUS  -  4499
PHALANX ......... ,• .  44.993999
PLOT WING 4 4 9 9  4499
KINCE OF PERSIA 39.!0.39.99
PRO SOC• FOOTS  -.24.99
PUSH OVER

BERT
RACE DRIVING 1 9 9 9  -
RADIO FLYER ....... _4499
RAMPART  . 3 9 . 9 3
RIVAL TURF _939339.99
ROAD RUNNER  44,99 44.99
ROBOCOP 3, 4 4 9 9 3 9 9 9
ROCKv9uLLWINKLE 44.9944.99

RETAIL STORE
2 Giad6wo House High Road, Wood Oroon, London N22 OAA

(Corner ut GAREIMODE Mei_ (100 yards from Wood Green Tube Station)
Tel 081 - 8e9 9412 Fax 081 1989 9413.

ALSO CIETA11. s1V0E AT-
257 - 258 Tottenham Court Road, LcogonW I  9A19. Tel* 071 - 631 4527- -  •

WILD GAMES S V I S A

s aje

BEST rif%

•  PRICESip

Krustys Super Funhouse
Super Tennis
KablooRy
Legend of Mystical Ninja
Sim City
Zelda III
Contra III
Bans Nightmare
Spanky's Ouest
Street Fighter II
Super Smash TV
The Addams Family
Arcane
Castlevania IV
Lemmings
WWF Super WreStlemania
Pilot Wings
F-Zero

Call for other games
ALL GAMES BRAND NEW
ALL PRICES INCLUDE VAT
ALL FULL VERSIONS
TELEPHONE: 061 491 4089
BETWEEN 9AM - 7.30PM
CHEQUE/PO MAKE PAYMENT TO
WILD GAMES
SEND TO WILD GAMES,
FIRS WOOD HOUSE, FIRSWOOD
MOUNT GATLEY, CHEADLE,
CHESHIRE SEE 41Z

THE UK'S QUALITY SUPPLIER AT PRICES YOU
WONT BELIEVE WITH THOUSANDS

OF SATISFIED CUSTOMIRS!

33.49S u p e r Rattletank2 9 . 9 5
30.99 111 Pit Fighter   2 3 . 9 5
38.99 i t  Axelay 3 9 . 4 9
36.99 W i n g s  II Aces High 3 8 . 4 9
35.49 O u t  of this World 3 9 . 4 9
36.95 S u p e r  Marto Cart 3 9 , 4 9
39.99 ..& SpiderrnaniXman c a l l
39.49 P r i n c e  of Persia• 4 : 1  C a l l
38.99 ,gb Word Trist  c a l .
47.99 . . i  Terminator c a l l
32.99 W T h e  Duel-Test Drive If c a l l. i t
33.99 0  Horne Alone 2 c a l l
29.95 s o  7-op Gear c a l l
29.95 me Desert Strike c a l l35 49  Z Actraiser•

_27 .95  r ,  Parod ius
36.49 D r a g o n s  Lair
22.99 T u r t l e s  IV

Cali for Other

POSTAL FEES: el  -SO per 94ene,
e1.25 per adaptor

ALL GAMES US VERSIONS

c a l i
c a l l

call
37.49

games
DON'T ACCEPT LESS THAN

THE BEST!

SO 1 4 1 1 .

SUPERCON 2 PAD 2 ' 4  99
UNIVERSAL ,ADYPAD •  499

SO CITY  3 9 9 3 9 3 9 9
SKINs GAME • SOF .3939 •
SCI_It BLAZER  4 4 9 9
SPACE MESAEORCE 39,99
SRDERMAN A MEN .44.99
SPINDLIZv WORD_ 39.99.3999
STREET FISHIER 9_59996999
SUPER OF ROAD.....39 93..._.-
SUP SOC CHAMP 49.99
TEST DRIVE  4 4 . 9 9  -
TKO SUPER CHAMP 3999 39.93
TURTIES4 _39.99.39.99
UN SOuADRON ........ .3999.39.99
UNIVERSAL SOLDER44.99  •
WARP SPEED 3993.3999
TONGS 11
9991F - viRESIIING .19.9939.99

G A M E  BOY

G w a y  DELUXE SYSTEM, TETRIS GAME,I

BATTERIES, HEADPHONES, 2 PLAYER LEAD. FRE
PROTECTOR Efst  99 •

AS ABOVE + ANY GAME E84.99
AC TX IAArttS PSU •
AMPLIFIER
BATTERY PACK 1 4 , 9 9
TIME BOY 3 9 9
TIMEBOY WATCH 9  99
REPLACEMENT LENS . . .  4  99
REPLACEMENT JOYSTICK. •  4  99
1-frPERBOY 3 9  99

W 1 FUN PACK
AtIENS 3
BARBIE

SAW' sampson
BATMAN JOKER

BEST OF THE BEST
mow commoo

CRASH MARES
MG DOG

DOUBLE DRAGON 3
OR FRANKLIN

DRAGONS LAIR
GEORGE FOREMAN

BOXINGvr rHE ICE
HOME MORE 2

hYJMANS
HUNCHBACK

J CONNERS TEMWS
ILIEGAMAN 2

MOUSETRAP HOTEL
NSA ,

NINA TARO
PROVCE OF PERSIA

ROBOCOP 2
ROCKYMIt LWAIKLE
ROGER CLEMENTS
ROLANDS CURSE II

SIMPSONS 2
SPEEDeAtt 2
STAR WARS

SUPER MARIO 2
T.2 ARCADE GAVE

TERMINATOR 2
TOM AND JERRY

TRACKMEET
'UR TIEN

()PAIRS&
SOLDIER

WWF 2
XENON

MEGWAN 2
2 FOR £42 i.•'•?
3 FOR -

ARE teAr,_ ORD O N L Y
0  TO '  R E E N  LANES. N B  00Y. TEL:Oat • 380

P a i - y p r  sallw.ire Ittle. E5 ter .  3 - 5 days.
Next 00y delyery add CID DO

Wo reserve the right I t  change Afices withda gem rortne H O E -WHIXESAtE AND EXPORT ENOtiaRIFS WE] r.omp

••.6-90 ' '

glistORIVE1
,ERSION ,
AJAP110

FTWARE : .
 £94.99 ;

MEGADRIVE PL

SONIC /HEDGEHOG •
£109.99 •

r S E G A GAME
GEAR
£69.99

GAME GEAR +.
SONIC

£109.99

NE0 -0
UK SYST

£259.99
PC • ENGINE GT

£199.99
ATARI LYNX

C-79 99



T m e  natebook is Super Piny's at-a-glance guide to the major Super NES releases
1-4ai Japan, America and the UK for the rest of the year, based on current
-e•ease schedules, The chart is dominated by Japanese releases because a)

leas are more of them than UK or US ones, b) games tend to come out in Japan
m a t  a moath or so earlier than they do in America, so we mention them because

KATE GAME TITLE G A M E  TYPE PUeliSHER COUNTRY M U M DATE GAME TITLE i j t  TYPE POLISHER COUNTRYN M

• Maier Trite s i m u l a t i o n I rern lap Dec Septent9on R P G Human Jac
Super Stack Ban s i m u l a t i o n Hot 8 lap D e c Firepower 2003 (SWIV) shootem-up Sunitt US

le Nobu0 SeriSitea'S Dec MeChwarrior s g r o u i r i t i o n AttlYiSiall Us
Bird y Try s p o r t Togo Jap D e c Super Vaks IV a c t i o n Altus US

ac Mystery Circle p u r z t a G Amusements Jap D o c Death Valley Rally a c t i o n Surisoft US
Final Fantasy V P P G Square lap D e c Metal lack w h e n Altus US

• ti Golden FigMer Dec Super PAino Kart t i d y i n g Pawned(' UK
Hyper version b e a t e m - u p Culture Brain JBP D e c Another World p l a t f o r m Interplay UK

11 Sumo Spirits b e a t - e r n - u p Taltara Jay D e c Ban's Nightmare a r c a d e Acclaim UK
Psycho Dream a c t i o n Rol Jay D e c Si:Kiernan and the )(Ale mown Acclaim UK

et Stealth p u z z l e Hect lap D e c Super Strike Gunner shoed-ern-up Amisision UK
ms II Barlelle10 Secret s p o r t

Pro Baseball League '93 sport
Sanpresto
Epic

lap D e c
lap

Spindizzy Worlds a r c a d e Actlyision UK

15 Super Star Wars a c h o n IiiC US
or 18 Bohai Legend R P G Sunsog Jay _ a n 3 Etlana R P G Hudsonsigt Jap

•
18 SD &Adam legend 2 P P G Sandal lap — 3 . 1 8 Alien 5  Predator a c t i o n IGS Jap

:mg 18 Amazing Tennis S p i t Pack-In Video lap J a n 14 Surai a c t i o n 'OS Jay
at 18 Tiny Tom AdveriLres a c h o n Konarni • lap J a n 14 Populous 2 s t r a t e g y 'magma( lap
eg le The King of Patties d m i n g  game ateldat lap J a n 29 Super Sokohan World p u z z l e Pack-in-Video Jao

re Super leans 2 Jan Warlord Nnbunaga s t r a t e g y Yanornan lap
a Sombass p u u l e Bulletproof lap J a n Battle Tech s i m u l a t i o n JIC lap

18 Super Nichibuisu Jan EllUMON R P G Sony lap
Mae Jong p u z z l e Nichibugsi lap J a n The steel kniont R P G Asmik Jay

18 Assault Suits Darien s t o c t - e m - u p Vie Tokai lap J a n • Super Chinese Wood 2 RPG Cutture Brain lap
18 Msautt Suits Valken Jan • [maid R P G Enia lap

iCybematort a c t i o n NCS Ntastia lap J a n &ingot/sill s t r a t e g y Wolf Team lap
:11E 18 Super Sumo M a l - e r n - u p Name Jap J a n Fl Grand Prix part 2 d r i v i n g  game Video System Jap
3m 18 Naisal Super Pinball Jan Net Mansell Ft

ilaki Crash! s i m u l a t i o n Naval lap Championship * h o n g  osme Infocorn lap
la Super Star Wars a c t i o n JVC Jap J a n Super Shadow of the Beast action IGS US
tg Juvenile Hero's World R P G Square lap J a n Might and Magic 2 R P G G Amusements lap
22 torte R P G lakara lop J a n Seplentrion a c t i o n Hunian lap
22 Super Kick Ott W o r t Misawa Ents lap J a n Silva Sap 2 R P G Seta lap

:AE 22 Mystery Of The Black Cape RPG Satsuma lap J a n Dragon's Earth R P G Human lap
22 Roadrunner vs Jan The Search Ice Wally a c t i o n Torny US

Wile E Coyote a c t i o n Sunsuit lap I J a n Jo la's Bizarre Achenture R  PG Cobra rearm lap
23 Combat Tribes b e a V e r n - u p lathms lap Jan Metal Max 2 a r c h o n Data East lap
25 Dragon's Fangs Matt Jiang puzzle !SS Jap J a n Bream c4 Fire R P G Capcorn lap

Dag 25 Laughter! Real Life Drama puzzle Patio lap J a n Alien 3 s h o o V e r n  -up Virgin US
:mg 25 Super NBA Baskethail s p o r t lecrno Jap J a n Battleclash S u p e r  Scope Nintendo UK

25 Super VoteyII s p o r t Vide0 Systems lals J a n Mario Paint a r t  package Nintendo UK
25 Ranma 1.2 II b e / h e m - u p WCS Masrfa lap J a n Prince of Persia p u t f o r m mindscaok UK
Late Rushtng Beat 2 b e a l - ' e m - u p Jaleco lap J a n ROAll Runner a r c a d e Sonsort UK

Bugs!: Super Flying Hero beat-'etn-up Sow Jap J a n Rabocop III s h o o t  :ern-up Ocean UK
Super High Impact s p o r t s Acclaim US J a n Super SaSkeltoll s p o r t HAL UK

:ag Mickey's Magical West action CaPCOm US J a n Mickey's Magical Ouest * n o r m Capcom UK
Caueman S i *  ti a c t i o n Data East lap J a n Super Olt Riled a m o n g  game • Trade West UK

:ma Ft Exttaust Heal 2 d r i v i n g  game Stu Jan Super Parodius s h o o t - e r n - u p Konarni UK
Nye Blaze b e a t - a m - u p Sammy US J a n Dew Sttike S h o o t - e r n - u p ElOCifOrlIC Arts UK

_az sivP Football s p o r t Capcom US J a n NHL PA Hockey '93 s p o r t e Electronic Arts UK
Royal Conquest s i r m i a t i o n Jaleco lap J a n PGA Tour Gott s p o r t Elecironic Arts UK

1HTEBOOK
They'll be the first time a game has appeared anywhere and c) because the Japanese
are better at posting early release schedules. Where there's a space in the chart it's
because we couldn't get hold of the information at time of press. Oh yeah. and if
some of the titles sound a little odd that's because they're literal translations from
the Japanese. As soon as they come up with proper English titles, we'll let you know.

THOSE NEXT FEW OFFICIAL RELEASES IN FULL.
Rem left: Super Strike Gunner, Spindizry Worlds, Spiderman & The A-Men. Speer
Mario Kart, Bans Nightmare and Another World.



NEXT MONTH
IN SUPER PLAY!

PLUS THIS:
THE BEST TIPS!

"6"-- EVEN BETTER
SNES GAMES!

It might be hard to believe, but SNES graphics are
going to gel better and better. The reason? Special
graphics chips which are being ,nserted into
carinclges. adding to the Sur  Nintendo's already
awesome capabilities Next month in Soper Play we
reveal which games already carry these chin — you
might actually awn some ot them! And we tell you
about the advances you can look forward to next
year, including details of the new Super IX chip

Well be pulling all the slops out tor issue 401 Super Play
to bring you a comprehensive guide to Meter World, the
lantasy adventure we rated at 81%in issue 1 There'll be
lots of other exclusive playing lips, along with our regular
Ask Me column, and possibly an extra Soper Player's Guide or two Plus. all your complicated
technical queries answered in Gametreak.

THE BEST REVIEWS!
rrorlti we lake le the Skies war Irie Middle East with Desert STnke. Hon will it compare to the

Mega Drive version? We've also got Madden 93— the test game on the Mega Drive, a:cordrng to
some, which has just arrived on the SNES Assault Sorts Vaiken leatures gigantic
Japanese robots battling it out on your telly, while Fatal
Fury challenges the Street Fighter ilicrown Plus; two new
contenders tor the Top SPIES Driving Garre title — HVITIN?
Grand Prix and Soper F-1 Hera We lake them to their
limits. And, who knows, maybe e v e n  manage a
review ot the long-awaited Equinox. One thing's tor certain
— tor the most reliable, spot-on reviews around. you've just
gat to get Super Play issue 4.

THE BEST... OTHER BITS!
On top Mall that, the rot issue will be crammed with loads of other stuff we either can't tell you
about or simply haven't thought of yet Rest assured. though — Sumr Play will continue to he the
biggest and the best Super Nintendo magazine in Europe. No other Surer I S  mag has so many
pages or such comprehensive coverage

The fourth, better-than-ever issue of Super Play
will be revealed to the nation on Thurday 7

January. ORDER YOUR COPY TODAY!

Great rebvsl Super Plays signed up
a Japanese correspondent! You'll
be able to re e4 his first column
next rivr'hl Hurrah'

CARTOGRAPHY
If you find any Radon In SUPer May,
Here's the place to look it up.

Adapter: These come In venous forms,
but their basic Job is to let software
from one country run on a SNES from
another. (See 'grey import')

Batten back-rip MN: Switch off a
normal cart and all your hard work
will disappear. Switch off one with
battery back-up, however, and it'll
keep all your high-scores and saved
positions tucked away.

Alt: A one or a zero. Stick lots of these
together in the tight Order and
you've got a game. There are about 8
million in the average cart.

CD-ROM A method for storing huge
games on compact discs rather than
cartridges. The Super NES CD-ROM
drive is due to appear next year.

CPI: Central Processing Unit, the
chip at the heart of any computer. In
the Super NES it's a 6556118 running
at 3.68 MHz, and it's in charge of all
the graphics and Bound chips that
make your console so fab.

OSP: Digital signal promisor. An
extra chip included in a cartridge to
provide improved 3D graphics

Grey import Nintendo don't release
games in the UK until months after
Japan and the US. If you want them
sooner, you'll have to find a grey
import version See the mail order
ads in this issue, but remember, to
use an Import cart on a UK. machine
you'll need an adaptor that eons E15-
K20. (See Supermarket on p97.)

Mint: Or Megabit. A million bits.

Megabyte; 8 megabits - the average
cad size.

Mess Driver (Get aura town, - Ed.)

Mode 7: A unique SNES feature: 3D
screen scam and rotation_

113: Nintendo Entertainment System.
The earlier, cruder console that came
before the Super Nintendo.

PIT SC: The Japanese and US TV
system. N'TSC TVs are less flickery,
running at 60Hz, but also less
detailed, than UK ones, while NTSC
machines run faster than PAL ones,
and also use the full screen for the
game image, without borders_

PAL: The S011z TV system used in the
UK. Unless you've got an import
machine, your SNES will use PAL,
and plug straight into your TV's
aerial socket. A foreign one won't, so
make sure you've got a SCART TV.

PAL booster: Plugs into a Japanese or
US SNES and allows the machine to
be plugged into the aerial socket of
an ordinary telly.

Parallax smaller The process where
different parts of the background
move at different speeds, giving the
impression of depth.

API: Role Playing Game. One of those
wood games with wizards, orcs and
action points In. Occasionally called
an FRP (Fantasy Role Playing game).

SCMIT: Posh TVs often have a SCART
socket which cuts out much of the
irrelevant electronics that deal with
TV programmes. If your TV's got
one, plug your SNES into it for a
better picture. (If you've got an
Import machine, you'll have to plug it
Into the SCAAT socket.)

Saalline: The process where the
background moves across the screen,
kind of like a movie camera panning,

SKS: Super Nintendo Entertainment
System, aka Super Nintendo.

Leper Saw: The bazooka-shaped
light gun for the SNES. which can
now be bought with it.

Spite: Anything that moves around
on the screen Mario is a sprite.

Soper Penikese The Japanese name
for the Super Nintendo.

TOO: Our sister magazine, covering
Game Boy and NES as well as Super
Nintendo.

si•

m i t
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1
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Dear newsagent, please reserve/del lver*  my copy
of  Super Play for me every month. Cheers!

Name:
Address:

* Delete as appropriate.

NEI-1T MONTH
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tyres. spoilers and diffuser for maximum effect. Not only the courses but also the weather
can b e  selected. Become World Champion a s  you compete in Grand Prix mode T h e
Grand Prix offers 16 different circuits to test your ability to the limit, but remember your
repair fees increase as you sustain damage to your vehicle. Strengthen your driving skills
as you work-out in training mode. You'll need to practice your race tactics and Pit-stops
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SUPER MNIENDO
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PAL VERSION
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1  OCEAN SOFTWARE LIMITED

2 CASTLE STREET. CASTLEFIELD
MANCHESTER . M3 411

TELEPHONE, 061 832 6633
FAX: 061 834 0650
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